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f you're sweating through Super p 


- Mario Sunshine instead of cleaning 
up, now's the time to subscribe to 
Nintendo Power. If you subscribe 
now, not only will you get great strate- 
gies for all Nintendo GameCube™ and 
Game Boy* Advance games, you'll also 
score a free copy of ЖЕ; oiga E 





E Complete n ma 5, strategies and 
secrets for Super Mario Sunshine in 
The Official Super Mario Sunshine 
Player's Guide - 





: Bi The best strategies, maps, news, 
асч contests, reviews and previews of 
Nintendo GameCube and Game Boy 
Advance games with your one-year, 
12-issue subscription to Nintendo 
Power" Magazine 


- You get all this for ONLY $19.95*U.s. 
-— ($27.95*Cdn.)—that’s a $35 value! 


= ... IT'S SO EASY! ORDER VIA OUR WEBSITE AT: 
ые www.nintendopower.com/subsc ri ibe 
os amet = Visa and MasterCard accepted. Sorry, online orders not available іп Canada. 


~~ You can order by phone, toll-free at 1-800-255-3700. 
eh е A and the Nintendo GameCube logo are trademarks of Nintendo. Super Mario Sunshine © 2002 Nintendo. 
- ^ 
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Visit www.esrb.org or call 
1-800-771-3772 for more info. 
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© 2002 Activision, Inc. and its affiliates. Published and distributed by Activision Publishing, Inc. and its affiliates. Activision and Pro Surfer are registered trademarks and Activision 02 is a trademark of Activision, Inc. and its affiliates. All Rights Reserved. Kelly Slater is a trademark of 
Kelly Slater. PlayStation 2, Xbox and GameCube versions developed by Treyarch. Game Boy Advance version developed by HotGen Studios. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox logos are 
either registered trademarks of Microsoft Corporation in the U.S.A, and/or other countries. тм, ©, Game Boy Advance and Nintendo GameCube logo are trademarks of Nintendo. The ratings icon is a registered trademark of the Interactive Digital Software Association. All other trademarks 
and trade names are the property of their respective owners. 
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SURFING WILL NEVER BE THE SAME 


Drop in with 6-time World Champion Kelly Slater 
or one of 8 other top pros in the ultimate surf 
experience, Kelly Slater’s Pro Surfer®. Play a 
total of 30 levels at the most challenging surf 
breaks from around the globe. Pull off big air 
and fantasy tricks like Rodeo Flip, Knack 

Knack and Hangman that let you take surfing 

to a whole new level. Surf in a constantly 
changing wave environment — you'll never 
see the same wave twice. 
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Visit 13 of the popular surf 
spots from around the globe. 





9 modes of play including 
2 player PUSH™ mode. 





Surf on waves populated 
with other surfers. 
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EARTH’S GREATEST CITIES 
BECOME THE BATTLEFIELDS 
FOR LEGENDARY MONSTERS 
еее 


B 
Ф 






> » ian 
ж-- m. ue 2 


ofS 
3n = -- 
FOIL AN ALIEN PLOT TO RULE THE WORLD ы ae : 


00000 








ЗЕТОТ ELA УЧТАН 
i i e 5 : Ar 
TRAHTER E 
2 тив тын АЛ,ғРУРСКОН->Р 
mu Vig `% 220REN SE 
т<1сж>5Жжх LOGER BÓ 
ES 7WLOR ВХ `В = 
Roa Leone DFEOD IRIE SB 
BEACHES ЯС сост Ve EI 
РЕЗА З: 
MRAP ME WRK DCCS 0B 






CHOOSE FROM OVE 
(ЕЗІ 


255 5.ЕЭСС».ЖЙТЕ, AEDEP OS. 


ADDOOOS #12 кх HH? GD ::иьокис+. RKREPKOT m 
« © 


10 MONSTERS AND 5 MODES OF PLAY 


Godzilla® Destroy All Monsters Melee © 2002 inanes Inc. All rights Reserved. The Atari trademark and logo are the property of Infogrames. 
Developed by Pipeworks. Gigan, Godzilla®, King Ghi 

Co., Lid. © 2002 Toho Co., Ltd. All rights reserved. All other trademarks meno 
trademark of the Interactive Digital Software Association. All other trademarks and trade names are the ШЕРІ of their res} ‘owners. 
LICENSED BY NINTENDO. Nintendo, Nintendo GameCube and the Official Seal are trademarks of Nintendo. © 2001 Nintendo. со 


idorah, Mechagodzilla, Megalon, Rodan and the character designs are trademarks of Toho і .. 
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GAME STRATEGIES SPECIAL FEATURES 


Kl] Star Fox Adventures Batman: Dark Tomorrow 
Enjoy a dark tomorrow, today. 









EI] Animal Crossing 
Why pull weeds in your front yard when you can do it on your GCN? Robotech: BattleCry 


TimeSplitters 2 Hl Halloween Special 
Resident Evil Zero, BloodRayne, Godzilla and more. It's scary! 
Super Mario Sunshine 
Part 2. Because one part of Mario is never enough. ШІ Kirby: Right Back at Ya! Comic 
Aggressive Inline 
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e-Reader NES Games 


Yoshi's Island: 
Super Mario Advance 3 


Sega Smash Pack 


You know what 
Fox needs? More 
padding. Then 
again, if you had to 
save the universe, 
you'd wear 
padding, too. 
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Uh, oh. Someone forgot to fill the pool . . . this belly 
flop is going to hurt tomorrow. 





Willy! | haven't seen you since you busted out of 
the big house! 


ЛАЛЕ 
E ROWE 


PUBLISHER 
T. KIMISHIMA 


EDITOR IN CHIEF 
YOSHIO TSUBOIKE 


MANAGING EDITOR 
SCOTT PELLAND 


SENIOR EDITORS 
JESSICA JOFFE STEIN 
JASON LEUNG 
GEORGE SINFIELD 


STAFF WRITERS 

ALAN AVERILL 

STEVEN GRIMM 
JENNIFER VILLARREAL 


CONTRIBUTING WRITERS 
Guy BACCI 
JESSICA FOLSOM 


EDITORIAL CONSULTANTS 
GEORGE HARRISON 
PETER MACDOUGALL 

DAN OWSEN 
PHIL ROGERS 
JACQUALEE STORY 
JUANA TINGDALE 


Copy EDITOR 
STEVEN TOBIAS 


ASSISTANT PRODUCTION 
MANAGER 


MACHIKO DEHLER 


PRODUCTION COORDINATORS 
CORINNE AGBUNAG 
Mayumi COLSON 


ART DIRECTOR 
KIM LOGAN 


SENIOR DESIGNERS 


Jim CATECHI 
Tim GARRET 


DESIGNERS 
REBEKAH LANE 
ANDY MYERS 

DAVID WATERWORTH 


PRODUCTION ASSISTANT 
CHRISTOPHER SHEPPERD 


DESIGN, 
Game STRATEGY 
& ILLUSTRATION 


V-DESIGN INC. 


V-DESIGN INC. 
ART DIRECTOR 


YOSHI ORIMO 


V-DESIGN INC. 
JILL ANDERSON 
DEANNA BAKER 
ADAM CROWELL 
OLIVER CROWELL 
MATT FISHER 
BRIAN JONES 
SONJA MORRIS 
JOHN RICE 


COVER DESIGN 
GRIFFES ADVERTISING 


SALES AND 
MARKETING MANAGER 


JEFF BAFUS 


MARKETING SPECIALIST 
MALINDA MILLER 


FOR ADVERTISING 
INQUIRIES, CONTACT 
NP.ADVERTISING@NOA. NINTENDO.COM 





VOLUME 161 - OCTOBER 2002 


Nintendo Power is printed in the U.S.A. and published by 
Nintendo of America Inc., 4820 150th Avenue NE, Redmond, 
Washington, $8052, at $59.40 per year in the U.S.A. ($71.40 in 
Canada). ©2002 Nintendo of America Inc. All rights reserved. 
Nothing that appears in Nintendo Power may be reproduced in 
whole or in part without express written permission from 
Nintendo of America Inc., copyright owner. Nintendo is a regis- 
tered trademark of Nintendo of America Inc. TM, © & © for 
games and characters are owned by the companies that market 
ог license those products. 























video game 
characters 
come to life 


Behind these walls exists the most technologically advanced studio ever created for the game industry. 
They call themselves JoyRide Studios. They've developed the resources to take the hottest game characters 
and vehicles from every platform and transform them into reality. 


Using super computers calculating trillions of 3-D details per second, each collectible is articulated to 
the finest detail...a detail never seen before in the 2-D world of your television. 


They didn't stop there. Through their advances in game play capture, JoyRide was able to unlock the 


most coveted tips, tricks, and secret codes for each game and will include this intelligence with 
every collectible figure and vehicle sold. 


Come experience 
the next level 
in collecting... 


JoyRide calls it 


LJ 
Reality! ~ AKIRA 
Available at these and many other fine 


SEGA 
retailers for a limited time: 





the game properties under c; 
der license. EA SPORT: Р 

rademarks ог regist 
ind/or other countries. 
brand. © 2002 Racing 
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You guys really know how to take a break from reality! Our 
mailbox was jam-packed with many interesting video game 
vacation ideas. Most of you would prefer a holiday in Hyrule, 
but you mentioned all sorts of interesting locations. 


GAME GETAWAYS 


Id go to Goldwood from Jet 
Force Gemini. It'd be awesome 
to swim in the water by the 
waterfalls (if the water was 
deeper), and if those evil ant 
things came, I'd destroy them 
with some grenades! My 
brother, on the other hand, 
would go to Hogwarts. How 
could he relax at a school!???? 
Little Brothers! 
GrangerGIRL26 
Via the Internet 


I would visit the maze in 
the Pac-Man games. That 
place is just like Vegas— 
with all the blinking neon 
lights and an all-you-can-eat 
ghost buffet! 

Matthew Loriso 

Via the Internet 


I would spend my vacation 
in Wario's Greedville so I 
could bring out my mean, 
selfish and greedy side. I 
would get my education at the 
Greed School where I could 
learn something useful using 
the Greed Test. After that, 
I would go on a shopping 
spree at the Wario Mart and 
buy a car that looks like 
Warios. I would go to 
the Pyramid Theater and 
watch the movies Star Wario 
and Crouching Tiger, Hidden 
Wario, plus see some snap- 
shots. Now that vacation 





would be lots of truly greedy 
Greedville fun!!!! 

Jakelarsen 

Via the Internet 





My vacation would be in 


Hyrule. I can see it now— 
hanging with Link and the 
Kokiris, going into the Lost 


LETTER OF THE 
ol 


think it’s funny, even if we do. 


MONTH 


If | could pick a video game location for a vacation, it 
would definitely be Hyrule. First of all, | would drop 
by Link’s treehouse and meet him. Then І would go 
sightseeing. For example, I’d enjoy hiking up Death 
Mountain, visiting the castle and swimming in Lake 
Hylia. After that, | would go beat up Bongo Bongo. 
Lastly, І would tell that annoying, feathered freak 
Kaepora Gaebora to shut his beak. The postcard 
would have a picture on it of Princess Zelda and it 
would say “Wish you were her.” 





Just don't send that postcard to your girlfriend, Nick. She won't 


Woods, going to Lake Hylia to 
swim and catch some rays, 
hanging with the Zoras, trying 
to climb Death Mountain, 
chilling with the Gorons, 
stealing stuff from the Geru- 
dos, going to Lon Lon Ranch 
to do some horseback riding 
and, finally, going to Hyrule 
Market and getting some 
good eats. Mmmm 
mmmmm. Now that's a vaca- 
tion, don't you think so? 

Issak Forsberg 

Via the Internet 


Royal Raceway would be great 
for vacations. You could sleep 
and eat at the castle. There 
would be go-kart racing, and 
swimming and scuba diving 
would be available. Mountain 
hiking could be done, too. It’s 
perfect! Excuse me, I gotta go 
call my travel agent... 
Michael Bugarin 
California 


I would go to Dinosaur Island! 
You could get all the melons 
you wanted just by walking up 












Nick Anderson 
Via the Internet 








nintendopower.com 









to a bush. You could get rides 

on a Yoshi just for fun. You 

could get autographs from all 

of Bowser's children! There 
would be just endless fun. 

Nick Beets 

Via the Internet 


If I could go on vacation 
inside a game, then I would 
go to Naboo and hang out at 
the palace. I could drive 
speeders, shoot at Gungans, 
swim and, oh yeah—steal 
some Jedi's lightsaber and go 
to the dark side. 
Daniel Van Duinen 
Via the Internet 


My video game vacation 
would be at the town in Har- 
vest Moon 64, in the fall! I 
could be relaxing on the 
beach, eating fresh corn and 
best of all, mushrooms! There 
are horse races just around 
the corner, and there's dinner 
and a spa on the mountain- 
side. There are no annoying 
monkeys with ties fighting it 
out with pink marshmallows 
with hammers or princesses 
with frying pans. Instead, 
there are cute couples, like the 
Mailman and the Librarian 
and the Florist and her hus- 
band. With a nice, cool stream 
to bathe my big feet in, a calm 
ocean to swim in and the bak- 





ery full of cakes, there's no rea- 

son why the Harvest Moon 

town isn’t the most relaxing 
place to vacation. 

Faramir Took 

Via the Internet 


I would go to Johto or Kanto. 
I could get a Pokémon and 
have it be my bodyguard. I 
would show it off in school, 








and I would be the coolest kid 


in school! The Pokémon 
would probably be a Totodile. 
Baritone97 

Via the Internet 





If I were to visita game locale, 

it would probably be a Super 

Smash Bros. Melee tourna- 

ment where I could cheer for 
Bowser! Brahahaha! 

Kidd the Ultimate 

Wisconsin 


Iwould go to Termina! I 
would stay in the Stock Pot 
Inn and visit the incredibly 


lan McNamara, Justin Zabel, Tommy Stevens, Jim Lamb and Dan Van Domelen 
(pictured below), the winners of the multiple Wave Race: Blue Storm contests, 
came together in August to attend Seattle's Seafair celebration and to hang out at 
Nintendo of America and NST. The winners had plenty of excellent daily activities 
to keep them busy, including a farewell dinner at the Experience Music Project, 
where they participated in a short Wave Race quiz. Justin Zabel answered the most 
questions correctly and won an E3 program signed by Shigeru Miyamoto. 


famous "Hand in the Toilet," 
while hanging with my man, 
Link. I could also have a 
day at the beach in eastern 
Termina, and ski the North- 
ern Mountain slopes with 
Gorons. I think I could only 
stay for the weekend, because 
of the lunar threat. Id 
really like to see those fire- 
works, though... 

Ryan Heemann 

Via the Internet 


If I could visit a video game 
land, I would shrink down 
and visit Shy Guy's Toy Box. I 
could have lunch with 
Gourmet Guy, play hide-and- 
seek with the Big Lantern 
Ghost, play the slot machine, 
ride the train and maybe even 
take some dance lessons from 
Groove Guy! 
ОРғаропб86 
Via the Internet 









If I could go on vacation in 
any game, I would go to the 
Death Star (before it 
exploded), and I would hang 
with Darth Vader, blow some 
planets up and leave as soon 
as Luke came. 
Allan McCormick 
New York 


DOUBLES DOWN! 


I don't understand how 
someone can look like Tails, 
Voltorb, a Poison Mushroom 
and a Sandbag!!! That's crazy! 
Inch Canam 

Via the Internet 

Hey, man—we really thought 
those were good doubles. None of 
those doubles worked for anyone 
else, either. See Power On on 


page 28 for more! 


I remember you guys putting a 
Digital Doubles page in Vol. 
158 and I thought that it was 
pretty cool. So after that, I 
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went through all the games I 
own and found my three digital 
doubles. They are 1) Padmé 
Amidala from Star Wars 
Episode II: Attack of the 
Clones; 2) Jasmine from Poké- 
mon Silver, Gold and Crystal 
Versions and; 3) Téa Gardner 
from Yu-Gi-Oh! Dark Duel 
Stories. 
Anakin Shywalker's Girl 
Via the Internet 
Anakin Skywalker’s Girl, you read 
our minds! This month in Power 
On, we're printing the results of the 
Digital Doubles vote, and we're 
inviting each of our good-lookin’ 
readers to send in a photo and the 
name of the video game character 
he or she most resembles. We might 
even print the closest matches in an 


upcoming Power On! 


LIFE’S A PEACH 


Last Halloween, I made myself 
a very authentic Princess 
Peach costume. I couldn’t 
wait to show it off at school. I 
got up early so I could get 
dressed up and still have 
plenty of time to make it to the 
bus without having to rush. 
Needless to say, one thing 
after another happened .. . I 
pulled my skirt up to my knees 
and ran like Bowser was after 
me. When I made it to the bus 
stop, the bus was gone. I 
had lost an earring, I had for- 
gotten my gloves, my hair was 
a mess and I was out of breath. 
I sat down and bawled then 
I cracked up laughing: I was 
acting more like Peach than 
I had planned! Perhaps 
next time I should ask her 
how she manages to put up a 
struggle without losing her 






jewelry or mussing her dress. 
In the end, it wasn't so bad. 
Everyone on campus loved the 
dress. Not everyone recog- 
nized me, but it was enough. 
Someone even asked, "Are 
you queen of somewhere?" 
and I said, "No, I am princess 
of the Mushroom Kingdom." 
Maybe if I had had a Mario, 
things would have turned 
out better. 
Elizabeth Ingram 
Via the Internet 
Great story, Elizabeth —and so 
timely! Sounds like you had a 
happy Halloween even if some 


things went awry. 


FUN FACTOR 


From the  mid-'80s to 
mid-‘90s, video games were 
extremely fun. Do you know 
why this was? Because they 
were easy to learn. After you 
popped Super Mario Bros. 
into your NES, the play con- 
trol became second nature in a 
matter of seconds. These days, 
video games are just too com- 
plex. I'll be honest—there 
have been times when I have 
spent more time learning a 
video game than actually play- 
ing it. Complexity alone 
ruined Capcom's two finest 
game series, Street Figher and 
Mega Man. And after playing 
some recent titles, I've come to 


realize that complexity will 
ruin all video gaming if it is 
used in excessive amounts. 
Don't get me wrong, I love 
games with great graphics 
that will keep me occupied 
for months, but I don't want 
to spend months just learning 
how to play a game. I'm 
sure other gamers feel the 
same way. So, I'm asking all 
the game makers out there 
to stop putting massive 
amounts of complexity in 
games before it causes you to 
lose any more customers. 
Taylor Carlson 
Nevada 
You're right that many games 
these days are complex, but there 
are still some simple games that 
you can try—Super Monkey Ball 
2 comes to mind. But if you prefer 
the classics, there's nothing wrong 
with sticking to them! 
Border Art Provided By: 


Kevin Courtney, Washington 
Lydia Guadagnoli, New Jersey 
Kelly Ann Hornick, New York 
Olivia Jenson, New York 
Mike Jubec, Pennsylvania 
Bree Lundberg, Florida 
Katrina Madera, Illinois 
Nicholas Milano, Florida 
Brooke Miller, West Virginia 
Dalton Mossey, Montana 
Tyler Reisinger, Pennsylvania 
Rachel Reitsch, Illinois 
Samantha Sandford, Missouri 
John Shafer, Pennsylvania 
Ryan Sirkow, California 
Amanda Worsley, New Jersey 


WRITE AWAY. RIGHT AWAY 


Reader Greg Allen would love to have a rugby game for the 
GCN, because he likes hard-hitting sports games. He wants to 
know what kinds of games other gamers would like to play. 


Has the time come for a water polo game? Would you eager- 
ly jump into an updated Mario Paint? Or do you think that 
| some activities aren’t translated into video games for a rea- 
| son? Check out NP 411 for information on where to respond. 
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Special delivery, one Bandicoot. The Wrath of Cortex comes to Nintendo GameCube, With super-fast crashbandicoot.com 
load times, explosive action and Game Boy® Advance connectivity, Crash is breaking out of the Cube. 


"Crash Bandicoot: The Wrath of Cortex" interactive game © 2002 Universal Interactive, Inc. Crash Bandicoot and related characters ™ and © Universal Interactive, Inc. All rights reserved. TM, @ and the Nintendo GameCube logo are trademarks of Nintendo. 
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Esteban Perea * California 


Matthew Grootenboer 
New Jersey 
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Joey McGreal 
California 
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Matthias Brown 
Wisconsin 
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It’s a stunning smash as Super Smash Bros. МЕ h! duke it out with mainsta’ 
comes some stiff competition-to regain the te Á sales. There аге, howeve 
the Sales Charts. Imports from across the io out between now and the end c 
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ARCADE FIGHTING 
8I NINTENDO GAMECUBE™ 


FROM ТУ/О-ОЕ YOUR FAVORITE WORLDS: 


CAPCOM,.SNK 


т SL m BTE ST SE EE RST tS 
OVER 44 CHALLENGERS - 6 GAME MODES 
EXTREME OFFENSE DELIVERS INSTANT DEVASTATION! 





Two monster corporations are at war! 


Choose from 44 of your all-time favorite fighters. It's Capcom vs. SNK2 E.O. with custom fighting Grooves and the most radical features of any 
fighter on the NINTENDO GAMECUBE™ system - including exclusive Extreme Offense control! Deliver furious combos and 
devastating super moves at the touch of a single button! This plus, control the level of your fighter's strength with the new “Free Ratio System? 


Let the battle begin in this system defining arcade fighter. 


©САРСОМ CO., LTD. 2001, 2002 OCAPCOM U.S.A., INC. 2001, 2002. ALL RIGHTS RESERVED. e 
i CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO., LTD. @PLAYMORE 
Suggestive Themes Corporation. CAPCOM VS. SNK 2 EO is manufactured and distributed by CAPCOM CO., LTD. under 


Vi | the license from PLAYMORE Corporation. SNK is a trademark of PLAYMORE Corporation. Nintendo 
iolence and Nintendo GameCube are trademarks of Nintendo. The ratings icon is a registered trade- 
mark of the Interactive Digital Software Association. capcom.com 








THE INSIDE SOURCE FOR NINTENDO NEWS & PREVIEWS 


Metroid Prime is almost ready for prime time. This month, Nintendo 
Power takes a look at the ultimate sci-fi adventure for GCN. 


TON M THE GAMING NEWS 
DIL FOR OCTOBER 2002 


Medal of Hon ntline CLASSIC HEDGEHOG ACTION FOR GCN 

р Two months ago, Game Watch reported that gaming’s most popu- 
lar blue-haired hedgehog was coming to Nintendo GameCube this 
fall in The Sonic Mega Collection from Sega. Now, we can report 
that the collection will include seven classic Sonic the Hedgehog 
titles—Sonic the Hedgehog 1,2 and 3, Sonic & Knuckles, Sonic 3D 
Blast, Sonic the Hedgehog Spinball and Dr. Robotnik's Mean Bean 
Machine.That's a lot of Sonic, and it's only on GCN. 


YOUR DOOM IS COMING 

Activision and id Software are putting the final touches on Doom 
ІІ for Game Boy Advance for an October release. The new shoot- 
er for GBA contains the original 30 levels and nine weapons from 
the PC hit. You'll also find a cooperative mode for two players 





The eyes have it in The Legend of Zelda for EA Games has another first-person shooter 
GCN. Get the latest scoop on the making of heading for Nintendo GameCube this fall, and and a four-player frag mode. 
Link's biggest adventure ever. it's not for the weak of heart. AREA 51 ACKNOWLEDGED 


The government may not acknowledge the existence of Area 51, 
but Midway Games and Stan Winston Studio have a plan that will 
take three characters into the secret Nevada base (via your 
GCN) to uncover the mystery of alien visitors. If the idea sounds 
far out, it is. Don’t expect to see any aliens until 2004. 


APOCALYPSE 2003 
The four horsemen of the apocalypse are a vision out of a night- 


mare, and in an upcoming thriller from ЗОО, that nightmare 
comes home to GCN owners. Michael Mendheim of 3DO says of 
Four Horsemen of the Apocalypse, We're adding a modern, sinis- 
ter spin on a classic theme, and creating a powerful main charac- 









p ter..." Expect lots of gore, weapons, fi ng moves and 18 levels 
| - = = шее" М OL t ee of 3-D realism. The beginning of the end is scheduled for next fall. 
One to four players can have a party with the From the arcades of the 1980s to the Nintendo 
new board game and minigamefest that is GameCube of 2002 is a long way to travel, but WORMS; ROXANNE, WORMS 


On a lighter note, Ubi Soft will revisit the Worms franchise when 
it brings out a next gen sequel that will be titled Worms 3.The 
new Worms game will feature fully deformable landscapes along 
with more familiar elements, such as irreverent humor and wacky 
power-ups. The digging and blasting should begin next year. 


LEGO STUNTS 

LEGO Island Xtreme Stunts for Game Boy Advance is your 
chance to live the life of a Hollywood stuntman, Pepper Roni, 
without breaking a limb. EA and LEGO’s game features drivin; 
flying, watercraft riding, skateboarding, motorbiking and sky surf- 
ing in five adventures that'll start this fall. 


Mario Party 4 on Nintendo GameCube. Defender makes the journey worthwhile. 





LITTLE LEAGUE ON GBA 

From T-ball to the Little League World Series, NewKidCo brings 
l ~ the Little League experience (and license) to GBA this fall. There 
The game play is classic, but the adventure is Anew battle has begun, and just one victor are 10 fields, male and female kid athletes, international rosters 
all new, and the graphics are all Game Boy will remain standing at the end. Each combat- and intuitive controls. You'll play іп the field and manage teams 
Advance. It's the best action on GBA. ant can use three unique fighting styles. using the official Little League rules. Let's play ball. 





1 
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TONY’S FOURTH 


Activision's Tony Hawk's Pro Skater 4 for GCN pulls some amaz- 
ing new moves out of a familiar hat, and the result is the best 
THPS experience yet. The new Career Mode lets players choose 
their own goals as they move from amateur to pro status. You can 
skate on moving objects, 
skitch behind cars and 
perform spine transfers. 
The graphics have been 
upgraded and the Skate- 
park Editor offers more 
options than before. This 
Hawk flies high. 





SHOX FOR JOCKS 


EA leaves both the pavement and the rules of the road behind in 
Shox for GCN. Drivers will take the wheels of 24 licensed vehicles 
and test them by plowing through snow, busting through jungles 
and slipping over ice. Special 
"Shox Zones" test your skills and 
give you the opportunity to earn 
Gold, Silver and Bronze medals. 
Oneto four players can join in the 






action, and you can even wager 
cars in races. That's incentive. 


KNOCK YOURSELF OUT 


Your dream bout no longer has to remain a dream once EA 
Sports releases a Nintendo GameCube version of Knockout 
Kings. The game represents the greatest boxers with realistic 3- 
D models and motion-captured animation. Older champs, 
such as Muhammad Ali, Joe Frazier, Roberto Duran and Sugar 
Ray Leonard, can mix it up with the best pugilists of the 21st 
century—Felix “Tito” MEAS 

Trinidad, Lennox Lewis 2704 

and Oscar De La Hoya. Ё 
The brawler boasts a 
single-elimination tour- 
nament, Career Mode 
and multiplayer action 
for up to eight players. 


SURF'S UP WITH KELLY SLATER 


Even though the endless summer has come to an end, theres no 
reason to put your surfboard away. Activision's Kelly Slater's Pro 
Surfer for GCN will take you 
to the best 14 surf breaks in 
the world. Kelly and other top 
pros will be pulling off tricks 
(both real and fantasy) to a 
hot sound track with songs 
from Pearl Jam, Ben Harper 
and Perry Farrell. 


BEAT ДЗ адом 








TOTALLY NASCAR 
Infogrames is joining the NASCAR 
circuit on GCN with NASCAR Heat 
2: Road to the Championship. The 
racer has four NASCAR series, start- 
ing with the dirt-track Weekly Racing 
Series and ending up in the Winston 
Cup circuit. You'll burn rubber on 31 
tracks, upgrade your ride with more than 100 parts and manage your 
team and budget—all with real 2002 cars and drivers. You can even 
race head-to-head against a friend and get advice from a pro. 


CUBIVORE EAT SUBIVORE 
Don't let the blocky art fool 
you—Atluss Cubivore for 
GCN, coming this fall, is a 
sophisticated game that is fun 





to play. You'll begin your climb 
to the top of the food chain as 
a simple creature. As you eat 
other critters, you'll evolve and 
become stronger. You'll visit new environments and collect 
items to upgrade your body—and you'll hunger for more. 


RISK THE WORLD 


One of the world's favorite 
strategy board games is coming 
to GCN this fall thanks to Info- 
grames. Risk, the game of world 





conquest, will feature a six- 
player multiplayer mode, Clas- 
sic, Mission Risk and Capitol 
Risk variations, advice from historical generals, special dice and 
3-D cinematic battle views. Roll 'em. 





BUST-A-CUBE 

Ubi Soft is stepping up to 
the plate this fall with a 
GCN version of Super Bust- 
a-Move 2. Puzzle fans will 
find thousands of new puz- 
zle boards and a new Edit 
Mode for creating personal- 
ized mind benders. It's bub- 
ble the fun with two players. 


CHOPPER CHOPPER 


This fall, Midways Fireblade 
puts you in the cockpit of a 
Talon carrier or Vendetta attack 
chopper in four campaigns 
and 18 missions that take you 
to the Alps, Amazon Basin, 
Arctic and Arizona. You can 
slip in with stealth mode and 
let loose with hi-tech ordnance. 
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METROID PRIME 


Game Type: Action/Adventure 
Publisher: Nintendo 
ETA: November 2002 
System: Nintendo GameCube 











Through the Eyes of Samus Aran 

f you could only see what we've seen 
through Samus’s visor. The screen shots 
are great, of course, but the special effects 
have to be seen in their full glory to be 
appreciated. Samus's visors help her (and 
you) survive on the hostile, alien world of 
Tallon IV, where Space Pirates are 





researching a valuable material called Pha- 
zon. The visual effects are truly innova- 
tive—for example, imagine an electrical 
current snaking over your visor when you 
get zapped by an alien weapon. Some of 
the visual elements are particularly useful, 
like the ability to zoom in on the 3-D map 
and rotate it to see an entire area clearly. 
The Combat Visor gives you instant access 
to weapons and critical data, such as the 
state of your Energy Tanks. The Thermal 
Visor allows you to see the world in 
infrared, which is useful if you need to tar- 
get a hot spot on an enemy, like the heat 
gills of Sheegoth—one of many boss ene- 
mies in the game. And the Scanning Visor 
lets you gather tons of information about 
nearly everything in the world. Using the 


Scanning Visor, you'll locate Scan Points 
throughout the environment. Each one 
will give you information about the life- 
form or object that you scanned. The info 
is often in the form of clues that will help 
you defeat an enemy or figure out a puzzle 
that involves a scanned item. As you scan 
life-forms, the game automatically adds 
new creatures to a growing log that you can 
refer back to during the game. Since almost 
everything has a Scan Point, you'll find an 
amazing amount of information to help 
you and Samus defeat the Space Pirates. 


Shades of Samus Past 

Metroid Prime turns out to be pure 
Metroid even though much of the game 
unfolds from a first-person perspective. 
You'll gather Energy Tanks to preserve 
Samusss life, collect Energy Pellets and mis- 
siles from defeated enemies, blast through 
locked doors using missiles or special 
beam weapons and you'll defeat bosses to 
reach new weapons and items. And when 
you tuck into the Morph Ball, you'll slip 
into a third-person perspective— classic 
Metroid! Activating Morph Slots (in 
Morph Ball form) is a critical part of 
Metroid Prime, because it's one of the 


main methods you'll use to trigger 


machines and doors. You'll also have to use 
your bombing ability, which is tied to the 
Morph Ball, to blast yourself up to areas 
that are otherwise unreachable and to cre- 
ate the explosions to open up blocked 
paths. Even when you're back behind the 
visor, you'll find that you're in command of 
classic Metroid moves, such as the double 
jump. As for weapons and items, you'll col- 
lect the Wave Beam and Spiderball, among 
other cool tools. 


New Dangers 
Samus's new adventure takes her to a 
world where the Space Pirates are just one 
of the many types of threats. Some of the 
enemies, like the rock boss, Thardus, are 





completely new. You'll also find familiar 
faces, such as the enigmatic Chozos. 
Samus is in for some monster battles 
against the bosses of Metroid Prime. You'll 
have to hit multiple targets while dodging 
a wicked assortment of attacks. A high 
degree of challenge has always defined the 
Metroid series, and Metroid Prime pre- 
serves the tradition. The final piece of 
news is that Metroid Prime and Metroid 
Fusion (for GBA) will have a connective 
feature, but we're going to leave just what 
that feature does as a surprise for now. 





Samus's mission takes her to a vast and dangerous 
world filled with alien mysteries. 


БЕГЕ 


Scan complete 


A new [Creatures] log boor 
entry has been acquired 


You'll access data about biological agents and 
Samus's surroundings through Scan Points. 
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Many of Samus's traditional weapons, such as the 
Ice Beam, return in dramatic form. 


Many of the enemies Samus meets are huge, and 
they're all meaner thana tiger with a toothache. 


Fireballs, Wave Beams, electrical discharges and 
bomb blasts all look dynamite on the GCN. 





One of Samus's most effective weapons is the 
Homing Missile, which flies straight to the target. 


nintendopower.com 


METROID FUSION 


Game Type: Action/Adventure ) [ NOSE 
Publisher: Nintendo 

ETA: November 2002 

System: Game Boy Advance 





The second chapter of Metroid action this 

year comes in the form of an all-new Game 

Boy Advance game, Metroid Fusion. The 

new story begins following Samus's exploits 

on SR388 in Metroid II for Game Boy. 2 

Samus eradicated the Metroids on the ^ Throughout the game, Samus is pursued by an X The desperate mission takes you throughout the 
planet, which caused an imbalance in the parasite, which mimics her most powerful form. vast space station that's in orbit around SR388. 
ecosystem and a population explosion of a 

parasitic life-form called “X” that had been 

a food source for the Metroids. During a sci- 

entific mission on SR388 for the Galactic 

Federation, Samus is attacked by an X para- 

site, which mimics its host. While Samus 

lies comatose in the space station above the 

planet, the X parasite absorbs the abilities of 

her Power Suit. In a desperate bid to destroy 

the parasite infecting Samus, a scientist 

injects the bounty hunter with a vaccine You'll collect improved weapons for fighting ene- The same team that created the original three 
composed of DNA from a Metroid. The mies and blasting open doors and hatches. Metroid games developed Metroid Fusion, too. 


process saves her life and gives her the u 





ful ability to regain health and power-ups 
when she absorbs an X parasite. Unfortu- 
nately, the station is overrun with X para- 
ites, and one of them is mimicking Samus 
in her most powerful form. The games 
exploratory missions, play control and arse- 
nal—including the Morph Ball, Screw ^ = —| 
Attack, Varia Suit and iue Beam—will be ; зе | E - [er ma 


familiar to Metroid fans. Get ready for the — Asin previous Metroid games, you'll use technolo- Information updates and useful maps will help you 
year of Metroid! gy and cunning to explore a dangerous world. move through the station and stay alive. 





PROJECT: DIGIPEN RR 


Dimension Burst, a 3-D arcade shooter, was the brain- 
child of Designer Masanori King Takee, Technical Direc- 
tor Lester Bloom, Producer and Technical Writer Cory 
O'Regan and Product Manager Christian Sadek—all in 
their sixth semester at DigiPen. The game concept is sim- 
ple—blast your way past all the baddies and destroy the 
boss to win. But a special scoring system, which the team 
calls "Frenzy," makes it a bit more interesting. For every 
baddie that you blast successively, a multiplier is added 
to your score. So if you manage to hit every enemy that 
appears, your score will be astronomical. Players get to 
choose from three specialized ships, and they'll have to 
collect power-ups along the way to survive. It’s a blast 
from the past with some new twists added. 








For more information on DigiPen, and to download a copy of Dimension Burst to play on your computer, head to www.digipen.edu, where you'll also find 
links to more projects and information about signing up for classes and workshops. 
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OCTOBER GALLERY OF 


GAMES 
If variety is the spice of life, get ready for 














some major heat. This month, we've got a 
gallery that’s full of party games, war 
games, fighters, space shooters, super- 
hero adventures and wacky aerial racers. 
What’s more, we have breaking news 
about The Legend of Zelda for GCN. It's 
all in the gallery. 


Mario Party 4 
With eight new boards and 50 all-new minigames, plus new Tag Matches for teaming up, Mario Party 4 for GCN will be the multiplayer blast of the year. 





Defender Freaky Flyers Zapper 


Midway has converted another classic arcade title Freaky Flyers has dozens of levels and characters, Infogrames will introduce Zapper the cricket this 
into a 3-D marvel. In Defender for the GCN, you'll adventure elements and even minigames. Midway fall in a GCN action game that spans six worlds. 
defend the solar system in six cool ships. plans for it to take to the air later this fall. Zapper uses jolts of power to zap his foes. 





Justice League Game & Watch Gallery 4 Mortal Kombat Deadly Alliance 


Lex Luthor is out to destroy the seven Justice Boxing, DK3, Rainshower (pictured above) and Fire MK returns this fall, landing on GBA with anew 

League superheroes in 14 side-scrolling action lev- Attack are some of the classic games to make the move system and some new fighters. Familiar 

els for the GBA. It's on the way from Midway. journey to GBA. Check out the improved color faces will return, as well, such as Scorpion. 
graphics! 
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DEVELOPER PROFILE 


Free Radical is the development team behind 

Eidos’s TimeSplitters 2, the first-person shooter 

for Nintendo GameCube that’s set to take the 

world by storm this fall. 

Developer: Free Radical 

Location: Nottingham, England 

Founded: 1999 

Respondents: David Doak, Director (design) 
Steve Ellis, Director (software) 

Game Credits: 

GoldenEye 007 (while at Rare) 

Perfect Dark (left Rare before completion) 

TimeSplitters 

TimeSplittersa 


DD&SE:We have a fairly organic approach to cre- 
ating games. We start with the broad brush 
strokes of the design and fill in the details as we go 
on. This often allows programmers and artists to 
contribute to the design rather than following 
someone else's rigid plan. With the ever-increasing 
sizes of teams, this can present problems in main- 
taining a coherent vision—it's a tricky balance. 





DD&SE:As | said, teams are continuing to get larg- 
er and games are costing more and more to 
make. | really hope that this doesn't signal the end 
of the original quirky gamers' game (e.g. Monkey 
Medal of Honor: Frontline Ball). The games industry is very big business now 
World War ll comes to dramatic life in EA's shooter, which takes you behind German lines starting with the and the economics and risks involved will tend to 
invasion of Omaha Beach on D-Day and culminates with a secret mission to destroy an experimental plane. make people play safe. Just like Hollywood—inferi- 
or products with expensive marketing campaigns 
can sell more than quality products with poor 
marketing campaigns—and sequels and licenses 
will become more common as publishers don't 
dare to risk money on original concepts. It 
seemed that the next big thing would be online 
gaming for some time, but there aren't really any 
signs yet that it is materialising in a way that 
makes it accessible for the average consumer—it's 
always "just around the corner" for the masses. 
a с Those concerns aside, people will continue to 
Iyul - 9 (| make great games—every year there's always 
something to turn heads. 





BoP iss 


DD&SE: Don't expect developers to be thrilled at 
your original ideas. Don’t expect developers to want 
to employ you as a designer until you’ve proven that 
you can do something else as well. Work on devel- 
oping relevant skills—either programming or art. 
Make your own games, even if they are just simple 
demos—it shows what you can do and will let peo- 
ple know that you are serious in your ambition. 


DD&SE: It has lots of good features—it is particu- 
larly well balanced in terms of graphics and CPU 
performance.The development environment is easy 
2 to work with—it’s clear that developers were actu- 
The Legend of Zelda ally involved in the design. It’s also very exciting for 
The latest news from the development team for The Legend of Zelda is that the upcoming GCN game will е team members who worked on GoldenEye and 
have a connectivity feature that allows you to use special items only if you're connected to a GBA. Thats ^ Perfect Dark to be working оп a Nintendo platform. 
enough to make anyone's eyes go wide. As for Link, Toon Rendering allows his eyes to follow the action. 





NINTENDO POWER | VOLUME 161 | 27 


Developer Profile continued ... 


GW: What were the important lessons you 
learned working on GoldenEye that helped with 
the creation of TS2? 


DD&SE: Split-screen multiplayer is a very, very 
good thing. Objectives are good—they add a real 
sense of purpose to the playing experience. Even 
simple collecting objectives or getting keys to 
open doors can be very rewarding.The best objec- 
tives usually involve interacting with other charac- 
ters in the game—unfortunately, this makes them 
the hardest ones to get right! Poor frame rates kill 
game play. On GoldenEye 007, the frame rate 
could easily drop below 12 FPS, and through devel- 
opment, we were constantly battling to get it up 
to acceptable levels. That experience has really 
coloured our attitude to making games. It amazes 
me when | see games where the game play has 
been crippled by overambitious features, which 
destroy the frame rate. 


GW: What is the most significant new game play 
element that FPS fans should look for in TS2? 


DD&SE:TS2 isn't just based around one particular 
gimmick—we wanted to give players a fully fea- 
tured, solid game. To do this, we've built on our 
previous experience throughout the game—get- 
ting the characters to look solid and move con- 
vincingly in the backgrounds, building a range of 
good story and deathmatch environments, provid- 
ing a wide range of configurable options and a 
massive choice of playable characters and bots, 
great tunes and audio FX, a fully featured map edi- 
tor, etc. There's a huge checklist of things to get 
right in a first-person action game—I think we've 
delivered! 


GW: What are the technical challenges you face 
when creating such an involved map editor? 


DD&SE:Trying to make something that is powerful 
yet simple and intuitive is almost impossible and a 
bold ambition. The MapMaker in TS2 is an exten- 
sion of the original MapMaker in TimeSplitters on 
the PS2. We wanted to give players the ability not 
only to make their own maps, but also to be able to 
add simple single-player objectives to them—set 
their own challenges and so on. It will be interesting 
to see what Nintendo gamers think of it. It's been 
hard work, but we've done it and it's a big achieve- 
ment. Of course, as always, the act of creating it has 
thrown up so many new ideas and possib s for 
making it better ...next time! 


GW:What sort of historical research did the team 
perform to create the stages in the past? 


DD&SE: The range of environments and charac- 
ters inTS2 are more based on movie depictions of 
the past, present and future than on historical 
facts. When we wanted to set some levels in the 
past, gangster flicks and westerns were the first 
things on our list. The Notre Dame level was built 
and proportioned based on images and informa- 
tion about the real location—obviously, we’ve 
taken a few liberties with the portrayal, and we 
certainly didn’t run around the cathedral checking 
out the opportunities for sniping and gunplay! 
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NINTENDO GAMECUBE 


1080% WHITE STORM 
AQUAMAN: BATTLE FOR ATLANTIS 


ARMY MEN: AIR COMBAT “THE 
ELITE MISSIONS” 

ARMY MEN: SARGE'S WAR 

BATMAN: DARK TOMORROW 

BATTLEBOTS 

BLACK & BRUISED 

BLOOD OMEN 2 

BLOODRAYNE 

BURNOUT 2: POINT OF IMPACT 

BUTT-UGLY MARTIANS 

CASPER: SPIRIT DIMENSIONS 

CONFLICT: DESERT STORM 

CROUCHING TIGER, HIDDEN DRAGON 


CUBIX ROBOTS FOR EVERYONE: SCRAMBLE 
DARKENED SKYE 

DAVE MIRRA FREESTYLE BMX3 
DEFENDER 

DINOTOPIA 

DISNEY’S MICKEY PARTY 

DISNEY SPORTS BASKETBALL 
DISNEY SPORTS FOOTBALL 
DISNEY SPORTS MOTOCROSS 
DISNEY SPORTS SKATEBOARDING 
DISNEY SPORTS SNOWBOARDING 
DISNEY SPORTS SOCCER 
DONKEY KONG RACING 
DRAGON'S LAIR 3D 


DR. MUTO 

DUNGEONS AND DRAGONS HEROES 

ENCLAVE 

E.T. THE EXTRATERRESTRIAL: 
SEARCH FOR DRAGORU 

EVOLUTION SKATEBOARDING 

EVOLUTION SNOWBOARDING 

EVOLUTION WORLDS 


FREAKY FLYERS 
FROGGER CLASSIC 
F-ZERO 
GALLEON: ISLANDS OF MYSTERY 
GLADIUS 
GODZILLA: DESTROY ALL MONSTERS MELEE 
GRAVITY GAMES BIKE: STREET. VERT. DIRT. 
HARRY POTTER AND 
THE CHAMBER OF SECRETS 


GAME BOY ADVANCE 


A SOUND OF THUNDER 

AERIAL ACES 

ALTERED BEAST 

AN AMERICAN TAIL: FIEVEL'S GOLD RUSH 

BACKYARD FOOTBALL 

BALDUR'S GATE 

BANJO KAZOOIE: GRUNTY'S REVENGE 

BUFFY THE VAMPIRE SLAYER 

CAR BATTLER JOE 

CONTRA ADVANCE 

CRAZY CHASE 

CRAZY TAXI 

CREATURES 

CUBIX ROBOTS FOR EVERYONE: 
SHOWDOWN 

CUSTOM ROBO GX 

DAVID BECKHAM SOCCER 

DEFENDER OF THE CROWN 

DIDDY KONG PILOT 


DISNEY’S TREASURE PLANET 
DK COCONUT CRACKERS 


DUNGEONS & DRAGONS: 
EYE OF THE BEHOLDER 

ECKS VS. SEVER 2 

EVOLUTION SKATEBOARDING 

FAMILY TENNIS ADVANCE 

FAMITSA ADVANCE 

FINAL FANTASY TACTICS. 

FIRE PRO WRESTLING 2 

FREEKSTYLE 

FROGGER CLASSIC 

GALIDOR: DEFENDER OF THE OUTER 

DIMENSION 
GAME & WATCH GALLERY 4 


*GAME BOY COLOR GAMES 


HARVEST MOON: A WONDERFUL LIFE 
THE HAUNTED MANSION 
HAVEN: CALL OF THE KING 
HIDDEN INVASION 

HIGH HEAT BASEBALL 2003 
THE HOBBIT 

HOT WHEELS: VELOCITY X 
IMMORTAL WARRIOR 

JAMES BOND: NIGHTFIRE 
JIMMY NEUTRON: BOY GENIUS 
JONNY MOSELEY MAD TRIX 
KAMEO: ELEMENTS OF POWER 
KELLY SLATER’S PRO SURFER 


THE LEGEND OF ZELDA 

LEGENDS OF WRESTLING II 

THE LORD OF THE RINGS 

MACE GRIFFIN: BOUNTY HUNTER 

MARIO GOLF 

MARIO PARTY 4 

MARIO TENNIS 

MARY KATE AND ASHLEY SWEET 16 

MASTERS OF THE UNIVERSE: HE-MAN: 
POWER OF GRAYSKULL 

MEDAL OF HONOR FRONTLINE 

METROID PRIME 

MINORITY REPORT 

MISSION: IMPOSSIBLE—OPERATION SURMA 

MONOPOLY PARTY 

MONSTERS, INC. 

MORTAL KOMBAT: DEADLY ALLIANCE 

MR. DRILLER 

MX SUPERFLY 


NASCAR THUNDER 2003 
МВА 2K3 


NBA BALLERS 

NCAA BASKETBALL 2K3 

NEED FOR SPEED: HOT PURSUIT 2 
NHL 2K3 

NHL HITZ 20-03 

NICKELODEON PARTY BLAST 
OUTLAW GOLF 

PHANTASY STAR ONLINE EPISODE I&II 
PIRATES OF THE CARIBBEAN 

PK DUCK 

‘THE POWERPUFF GIRLS 

PROJECT BG&E 

RALLY FUSION: RACE OF CHAMPIONS 
RAYMAN 3: HOODLUM HAVOC 


GOLDEN SUN: THE LOST AGE 
HAMTARO* 
HARRY POTTER AND 

THE CHAMBER OF SECRETS 
HOT WHEELS 


KIRBY GBA 
KURURIN PARADISE 
LARA CROFT TOMB RAIDER: THE PROPHECY 
THE LEGEND OF ZELDA: 
A LINK TO THE PAST 


LEGO SOCCER MANIA 


THE LORD OF THE RINGS, PART 1 
THE LORD OF THE RINGS, THE TWO TOWERS 
METROID FUSION 

MINORITY REPORT 

MISSION: IMPOSSIBLE—OPERATION SURMA 
MLB SLUGGERS 20-03 

MONSTER TRUCK MADNESS 2.0 
MORTAL KOMBAT: DEADLY ALLIANCE 
MR. DRILLER ACE 

THE MUMMY 

NEED FOR SPEED 

NFL BLITZ 20-03 

NHL HITZ 20-02 

NICKELODEON PARTY BLAST 
ODDWORLD: MUNCH’S ODDYSEE 
PAINTBALL 

PHANTASY STAR COLLECTION 
POWER RANGERS WILD FORCE 
RAYMAN 2° 

RAYMAN 3 

ROAD RASH 

ROBOTECH: THE MACROSS SAGA 
RUGRATS | GOTTA GO PARTY 


REIGN OF FIRE 
RESIDENT EVIL 2 
RESIDENT EVIL 3 
RESIDENT EVIL ZERO 


RISK 

ROBOTECH: BATTLE CRY 

ROCKET POWER: BEACH BANDITS 
ROCKY 

ROLLING 

RTX RED ROCK 

RUGRATS ROYAL RANSOM 

SHAUN MURRAY’S PRO WAKEBOARDER 


SHREK: EXTRA LARGE 

SONIC ADVENTURE (WORKING TITLE) 

SONIC: MEGA COLLECTION 

SNOOD 

SOUL CALIBUR II 

‘SPONGEBOB SQUAREPANTS: REVENGE OF 
THE FLYING DUTCHMAN 

‘SPYRO: ENTER THE DRAGONFLY 

STAR FOX ADVENTURES 

STAR WARS: BOUNTY HUNTER 

STAR WARS JEDI KNIGHT II: JEDI OUTCAST 

STAR WARS: THE CLONE WARS 


SWINGERZ GOLF 

TAZ: WANTED 

TIMESPLITTERS 2 

TINY TOON: DEFENDERS OF THE UNIVERSE 
TOM CLANCY'S SPLINTER CELL 
TONY HAWK'S PRO SKATER 4 
TOXIC GRIND 

TY THE TASMANIAN TIGER 
VEXX 

WARIO WORLD 

WHIRL TOUR 

WORMS BLAST 

NI 

X-MEN: NEXT DIMENSION 
X-MEN: WOLVERINE'S REVENGE 
‘ZAPPER 

‘ZOOCUBE 


SAMURAI JACK 

SCOOBY-DOO! THE MOVIE 

SEGA SMASH PACK 

SHAUN MURRAY'S PRO WAKEBOARDER 

SIMCITY 2000 

THE SIMPSONS: ROAD RAGE 

SMUGGLER’S RUN 

SOCCER KID 

SONIC ADVANCE 2 

SPACE CHANNEL 5 

SPY KIDS 2: ISLAND OF LOST DREAMS 

SPYRO 2: SEASON OF FLAME 

SSX TRICKY 

STREET FIGHER 3 ALPHA 

SUPER GHOULS ^N GHOSTS 

‘SUPERMAN 

‘SUPER MONKEY BALL 

TALES OF PHANTASIA 

TALES OF THE WORLD: NARIKIRI DUNGEON 2 

TINY TOON ADVENTURES: SCARY DREAMS 

TINY TOON ADVENTURES: WACKY STACKERS 

ULTIMATE BRAIN GAMES 

VIRTUA TENNIS. 

WALT DISNEY'S THE JUNGLE BOOK 

WILD THORNBERRYS: THE MOVIE 

WING COMMANDER 

WINGS ADVANCE 

WOODY WOODPECKER IN CRAZY CASTLE 5 

X-BLADEZ: INLINE SKATER 

X-MEN: WOLVERINE'S REVENGE 

YOSHI'S STORY 

YU-GI-OH! DUNGEON DICE MONSTERS 
ADVANCE 

YU-GI-OH! THE ETERNAL DUELIST SOUL 

ZAPPER 


nintendopower.com 


: Bound by 
family blood, 








He must return. 
^ 
to the castle. 


Torture db 
2 CN 


790; 


5 SOF СОНА У 
terronfrom the land. . 
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Жы” 27”. 
‘Harmony of Dissonance 





Animated Blood 
Mild Violence 


KONAMI®, CASTLEVANIA® of demark 
RIGHTS RESERVED. TM, ® ar e tra ndo. The 














SCREEN TEST 


What's going on in the silly screen shot below? 


YOUR SCREEN TEST CAPTIONS 


Our line was "I have one thing to say: Sashay, 


We've come up with a caption, but if you think 
Shantae!" Here are some of your best lines: 


you can do better, send your best lines to 


poweron@nintendo.com. We'll print the funniest 


lines in the December issue! Е seers Do the Mario! Swing your arms from side to side— 
come оп, it's time to go—do the Mario!—5527056 


НА, HA! | didn't say Shantae says! —Manuel B 
That dress is, like, so yesterday. —8en 
Ummm... Egypt is that way. —roibon 
Her sanity level must be dropping ... —Wagner1990 
Everybody RUN! The fashion police are coming! —rrent Gallant 
Hey, Shantae! Do these pants make my legs look fat?—sidewinder767 


That's the last time І go to the Moulin Rouge! —Kara 
A dance club in the sewers—now I've seen everything! —Jesse Henson 


This monkey dance is turning me into a monkey—literally! —Avadakedavraz2 

Hurry up and unpause the game—holding this pose is breakin’ my back! —Doom Lord 

I can't believe these MC Hammer parachute pants were on sale for two dollars! —jason walters 
Wait, | know this one. Darn, I stink at charades. —Logan Bailey 

As you сап see here, another side effect of too much chocolate . . . —Johnson Nguyen 
The eight-minute tan at Hollywood Tans DOES work! —panielle Dudas 

Dude, I'm still lost—you're pointing both ways. —Amarah Wagner 

Fine, you can stand there and look cool, but it's funky time! —adciess 





Captain Lou? Is that you? 





THE GREAT PUMPKIN — — 







We're not sure why, but lots of video games feature ш 
pumpkins as characters, items, decorations and : 
more. Can you name the game that each pumpkin 
appears in? We've thrown a few tricks into the 
puzzle, but we think it's still a treat! 


Punpkinhea| 
"Welcomes 


£ 1932$ 01d SJ Me Áuo] `Z 

SIpo7 jo 1uBiuy ayy :ә:60 521128179 
aleg :Z aunjuanpy 21005 'G 
BWIMOYS WEN t 

5$әиреү\ү әгеүу :иеүу-ов4 5/76 


€/L £9 1910014 Ле) Z 
8I0026y-ofueg 1 
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spyrothedragon.com 
Spyro's taking his breath to a new degree in Spyro 2: Season of Flame кысы ыыы With fire, ice and four playable 
characters: Spyro, Sparx, Agent 9 and Shelia the Kangaroo, this one’s going to be an adventure of breathtaking proportions. 
EVERYONE 
“Spyro: Season of Flame” interactive game © 2002 Universal Interactive, Inc. Spyro the Dragon and related characters GAME BOY ADVANCE. oO шм бын 
are TM and © Universal Interactive, Inc. All rights reserved. TM, ® and Game Boy Advance are trademarks of Nintendo. 4 


INTERACTIVE 













The people have spoken, in more ways than one! You picked the video game characters our chat hosts (pic- Ҹ 
tured in Volume 158) most resemble. If you still haven't joined NP Chat, head over to Nintendo.com and dick 
"Login." You need a valid subscriber number to register for chat. 





SLIME MAN WITH GUITAR 





POSTMAN HAPPY MASK SALESMAN 





DRACULA | BIFF ATLAS 


What video game character do you look like? Send us a picture, and tell us who your digital double is. We'll print the look-alikes in a future Power On. 
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catch major air. 





Legendary Monsters, Epic Battles. 

Get your first taste of the greatest 
Godzilla® game ever, exclusively on 

Big Air Freestyle. Be the first to battle 

a 33,000-ton raging monster in a fully 
destructible city. Challenge your friends 
in hand-to-hand combat or use special 
moves to dominate from a distance. 
Own the 2-player demo and. become 
the greatest monster of all time. 


Mild Lyrics 






Mild Violence 


& M 
Dozu” 





INFOGRAMES 


Big Air Freestyle” © 2002 Infogrames, Inc. All Rights Reserved. All trademarks are the property of their respective owners. Exclusive bikes and riders designed by Oxbow. 
ТМ, ® and the Nintendo GameCube logo are trademarks of Nintendo. All Rights Reserved. The ratings icon is a trademark of the Interactive Digital Software Association. 
Godzilla @ Destroy All Monsters Melee © 2002 Infogrames, Inc. All Rights Reserved. Developed by Pipeworks. Godzilla ©, Mechagodzilla, Megalon and the character designs 
are trademarks of Toho Co., Ltd. © 2002 Toho Co., Ltd. All Rights Reserved, 


Rev the throttle, pop the 
clutch and go head-to- 
head with 10 riders in 
intense Motocross and 
Supercross competition. 
Pull off death-defying 
stunts in indoor fantasy 
arenas loaded with ramps 
and “don't try this at home" 
obstacles. Over-the-top 
Motocross action, fast 
tracks, unbelievable 
graphics — launch your 
career as a Motocross pro 
with Big Air Freestyle. 
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JUST 
LEAG 
















_ JUSTICE LEAGUE COMES TO THE 
GAME env ADVANCE 


When global catastrophe strikes and the world is in peril, the call goes out for the Justice | 
League, the greatest super -heroes of all time. Fighting for truth, justice and freedom; 
Superman, Batman, -Wonder Woman, The Flash, Green Lantern, Hawkgirl and Martian : . 
Manhunter have banded.together to fight for the common good against the Injustice League 

in an all-new action adventure title for the Game Boy” Advance. Featuring 12 levels of non- 
Stop action, gamers will overcome dangerous obstacles, an Шашы. of villains and discov- 

er power ups on the path to victory! і 


GAME PREVIEW AT: 
WWW. JUSTICELEARGUE.MIDWAY.COM — 








Justice League: Injustice For All video game © 2002 DC Comics and Midway Home Entertainment Inc. MIDWAY and the. 

. MIDWAY LOGO are registered frademarks of Midway Amusement Games, LLC. All rights reserved. Distributed under, 
Vi | license by Midway Home Entertainment, Inc. TM. ® and Game Boy Advance are trademarks of Nintendo. 

lolence 


e 0с Bylot Logo, JUSTICE LEAGUE and all related characters and elements are trademarks of and © DC 
'omics. 
WBlE: M м&© bis Bros. 












Because of the malicious wrongdoings of 
| slimy General Scales, Dinosaur Planet is 
' falling apart. After answering a distress 

call from inhabitants of the planet, the 
À young heroine, Krystal, finds herself in 
the midst of the conflict. She starts 
the story with an airborne battle, fol- 
lowed by a journey to Krazoa Palace. 

As you control Krystal, you'll learn game play 
basics and hone your adventuring chops. 









©2002 Nintendo. 
Game by Rare. 
Rareware logois a 
trademark of Rare. 


Mild Violence 


Animated Blood 








You have collected а OUMBLEDANG POD, 





Guide Krystal through a short adventure in Krazoa Palace to learn about help- 
ful items, tools and the plight of the Krazoa spirits. 
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Following Krystal’s capture, 
the focus shifts to Fox 
McCloud and the crew of 

the Great Fox. General Pep- 
@ per contacts Fox with a 
new assignment—fly to 
Dinosaur Planet and find 
a way to bring the crum- 
bling rock back together. 








L1 11 “ 


Fox McCloud's adventure begins with an Arwing flight 
through a debris-filled space channel. The flight con- 
trols mirror those of Fox's Super NES and N64 space 
shooters. You can speed up, slow down and spin the 
Arwing to create a laser-reflecting force field. 


Trained on the principle of fir- 
ing first and asking questions 
later, Fox feels underequipped 
without a blaster in his hands. 
Your first order of business on 
Dinosaur Planet is to find Fox a 
weapon. Search a patch of flow- 
ers for Krystal's versatile staff. 





You'll upgrade the staff 
with the Fire Blaster on 
your first visit to ThornTail 
Hollow. Use it to fire dam- 
aging blasts and hit out-of- 
| the-way switches. 


The Rocket Boost upgrade 
gives your staff the power 
Í tolaunch you straight up to 
high perches from Rocket 
Boost Pads. You'll find it in 
ThornTail Hollow'S well. 











Silver and Gold Rings float through the Arwings flight 
path. You must fly through at least one Gold Ring for 
the power to break through the planet's atmos- 
phere. Capture more Gold Rings to add to 








your score and soar through Silver 





boxes and collect laser 


beam to your laser 





big rocks and baddies. 


After you advance beyond 
the scope of this review, 

ў you'll find the freezing Ice 
Blast. Use it to extinguish 
flames and stop attacking 
enemies in their tracks. 


You'll earn two Ground 

| Quake staff upgrades over 
the course of your journey. 
You can use them to shake 
the ground and stun power- 
ful foes. 


Break floating power-up 
| upgrades to add an extra 


attacks. The added power 
| will help you cut through 















| While you have to collect 
only one Gold Ring to 
reach Dinosaur Planet, 
it's good practice to col- 
lect as many rings as you 
| сап. In future flights, 

| you'll have to collect 3, 5, 
7 and 10 rings. 


Bomb upgrades give you the 
ultimate obstacle-clearing 
power. A few seconds 
after you release abomb, 

1 press В to detonate it andit 
will damage everything 
within a large radius. 





Slippy's SharpClaw 
Disguise staff upgrade 

8 makes Fox take the shape 
of alizardlike guard. You can 
useit to slip past enemies 
and to pick up certain 
SharpClaw items. 


Square doors that are 
marked with conspicuous 
holes in their centers block 
portals. Once you have the 
Portal Device, you will be 










ЕВ SHARPCLAW CONFLICT 


With your staff in hand, head for ThornTail 
Hollow’s walled-off courtyard. As you Ё 
approach’ the area, four SharpClaw 
soldiers will emerge from an 
underground chamber. Hit 
them hard with a series of 
fierce staff-twirling attacks. 







FOX FINESSE W^ 


Fox McCloud is a natural fighter. You'll be able to guide him to 
victory in many battles where he is sorely outnumbered. The 


^ keys to clearing away attackers are timing 
АХ / 


and Controller combinations. You can 
ae 


use the Control Stick in concert with 
the A Button to pull off several differ- 
ent winning moves. 


ENGAGING ENEMIES 


Б) In battle situations, you 
IE AM will engage with the clos- 
do est enemy automatically. 
4 {| Other enemies will wait 
П Ы their turn. If you want to 


break away from battle, 
press the B Button. 









б 2” 
в" 


РА 





КІСКІМС СОМВО 

NEUVERS 1 y СА 
ША Witha tap of the X 

Button, you can roll 
out of the way to 
avoid enemy attacks. 
Watch the enemies 
closely and get ready 
to roll when they reel 
back for a big hit. 


You can defend your- 
self against big enemy 
swings by blocking 
with the staff. Press 
andhold the R Button 
to take a defensive 

1 position. 
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TWIRLING TERROR 


STAFF UPGRADE ATTACKS 


FOLLOW THE MAP 


Maps іп this article are marked with numbered callouts that are color- 
coded for each area. 





THORNTAIL HOLLOW MAP 


e Red numbered tips correspond with locations on 
the ThornTail Hollow map. 


For more on Fuel 
Cells, see page 43. 






To SnowHorn 
Wastes 


Д 
oo en 


MAKE YOUR MOVES 

: TD (с As you press the A Button repeat- 
edly to attack engaged enemies, 
you can pull off combination 
moves by pressing Up, Down, Left 
and Right on the Control Pad. If an 
enemy is still standing after 
you've executed a combo, phase 
into another one. 


When you hold Down on the Control 
=| Pad while you pound out an A Button 
attack, you'll twirl the staff, then 

charge it up for a big hit. Once the 
enemy is down, press X to roll toits 
side, then press A again for a sweep- 
BÉ ing kick. 


If you press A repeatedly without 

1 touching the Control Stick, you'll pull 
off a series of swipes and kicks. After 
your target falls, press X to roll into 

M the enemy, then hit A repeatedly 

Ч again for two chopping attacks. 





You can use most staff upgrades in 

j battle to deal extra damage to your 

enemies. Assign an upgrade to the Y 

Ж Button, then go into battle. The Ice 
7 Blast freezes enemies. The Ground 

5) Quake knocks them down. 
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Your victory over the SharpClaws will trigger the appearance of a switch 
over the courtyard’s closed door and open a cave. Enter the cave and drop 
into a deep hole. At the bottom, you'll find your first staff upgrade—the 
Fire Blaster. Assign your new power to the Y Button and use it to fire dam- 
aging bursts of energy. 


You'll earn magic 
gems after some 
victories and you'll 
find themin trees, 
too. Use them to 
add energy to your 
staff's upgraded 
abilities. 





During your conversation with the queen, she 
calls out to one of the ThornTails, located on 
the west side of the hollow. The large dinosaur 
responds by moving a few steps and revealing 
soft dirt and a crack on a rock wall. You'll be 
able to use the soil to cultivate a tool that will 
get you to the other side of the wall. 


< Dino Са! - 


When you hit Bomb Spore Plants with Fire 
Blaster shots, they will explode. Blast the 


ing Bomb Spores. Collect the seeds and put 
themin planting patches to create new Вот 
Spore Plants. Then use the explosive power 
of the plants to break through weak walls in 
the immediate vicinity. 





Climb into the cave on the 












hollow’s north wall and 
descend into the depths 
of the ThornTail Store. 
There, you'll find a large 
selection of maps, food 
and tools, including the 
Rock Candy that the 
WarpStone craves. 
You'll also discover a 
Scarab-scattering 
minigame. 


The store's owner, Shabunga, is ThornTail 
Hollow’s shadiest character. You may get the 
feeling that he has acquired some of his items 
through questionable means. If you think his 
prices are a little steep, try to talk him down. 


find them under rocks and in baskets. After 
you expose them to light, chase them down 
and collect them. You'll need a bag to hold 
more than 10 Scarabs at once. 





plant on the bank of the river to produce fly- 





Scarabs are Dinosaur Planet's currency. You'll 





The Fire Blaster will help you open many doors, includ- 
ing the cave exit and the closed door in the courtyard. 
After you open the door, follow the passage into an 
underground chamber and talk to the Queen Earth- 
Walker. She will give you a new quest. 


| General Scales's 
SharpClaws have descend- 
ed upon Dinosaur Planet and _ 
captured the queen's son, 
Prince Tricky. The queen 
needs you to venture to Ice. 
Mountain and save the 
prince from his captors. 








Nobody ever brings me gifts anymore! 


b 


The WarpStone can send you to Ice Mountain. After you 
blast your way into his garden, talk to the large stone crea- 
ture. He won't immediately offer to warp you to your desti- 
nation, but he will tell you that he would like a gift. 
WarpStones like Rock Candy. 


Give Rock Candy to the WarpStone and tell him 
to warp you to Ice Mountain. He'll reluctantly 
comply. The WarpStone can also warp you to Kra- 
zoa Palace and let you enter the Game Well Maze. 
You'll go to both destinations later, when you 
have the right items. 























SHARPCLAW BREAKTHROUGH 

You'll arrive on Ice Mountain just in time to see SharpClaws tak- 
ing Tricky into a prison cell. Use a Fuel Barrel to break though a 
crate barrier and take on two of the guards. When they’re gone, 
а switch will appear above Tricky's cell. Hit it with a shot from 
your Fire Blaster. 











HIT THE SLOPES 


After you surprise Tricky's guards, the young EarthWalker will 
slip out of his cell and attempt to escape. When the guards give 
chase on Jet Bikes, you'll hop onto a bike and try to beat them to 


the young dinosaur. 








yyy 


| => 











Press A to accelerate and head down the mountain. You can knock the 


SharpClaws off their bikes with several sharp hits, but it's better to pass 


them. Cut corners and watch out for rocks and mines. 








K то TRICK Y 


While he may show a tough exterior, B 
gue is a friendly and helpful Earth- 
: | Walker who knows his 
way around Dinosaur 
Planet. You can use his 
rooting and digging 
skills to make your 
way across Snow- 
Horn Wastes and 
back to ThornTail 


TAL 








Using floating symbols and 
punctuation marks, Tricky 
will tell you when he is hun- 
| gry and when enemies are 
nearby. He'll also alert you 

| to secrets, such as tunnels 
/ andburieditems. 


At times, you'll need Tricky 
to stay inone place, often 
to apply pressure to a door- 
B opening ground plate. If you 

tell him to stay, he will 
honor your request. 








| After you explore the 
SnowHorn Wastes for a 
while, Tricky will alert you 
to his Heel command. Use it 
whenever you need Tricky 
to come to your side. 

























1 ‘That’ 6 right. It was your mother that sent me to find you. 
Hollow. Ы i Ў 


Tricky has а поѕе for 


| secrets. Use his Find com- 


mand to have him dig in your 


| immediate area. He'll dis- 


cover a variety of useful 


| items andhidden passages. 





After you land near Darklce 


| Mines, a SnowHorn will 
encourage Tricky to learn 
| the Flame command. You'll 


use it to melt ice barriers 


ы and light fires. 


| Your young charge likes to 


play. Buy a ball at the 
ThornTail Store and let 
Tricky use it. After he plays 


| with the ball several times, 


he'll undergo a slight trans- 
formation. 


| SNOWHORN WASTES MAP 

















у Blue tips refer to the SnowHorn Wastes map. 


j For more on Fuel Cells, 


| see page 43. 


To ThornTail Hollow 






From Ice 
Mountain 
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| The first time 














% Js take By LEA | Tricky helps you, 
Tricky craves Blue GrubTubs. He'll you'll have him 
dig up a pressure 


help you on your journey if you feed 


late. Tell him to 
him the mushroomlike creatures. В 


stand onit while 


Grab a handful of GrubTubs, then you гип to an 
feed them to Tricky and have him dig open gate. 
up secrets that will help you advance 
to the next area. 
After you clear a 


large lava pool, 
1 Tricky will find a 
place to tunnel 
| through to the 
next section of 





Grub Tubs hop out 
of the way if you 
get close. Wait for 
them to fall |; 
asleep, ог stun E 
them with Fire 

Blaster shots, 

then pick them up. 





While EarthWalkers eat GrubTubs, SnowHorns like 
Alpine Roots. You'll find two roots buried near the 
borders of the rock-ringed SnowHorn Wastes area. 
Feed both roots to the massive mammoth. He'll 
show his gratitude by giving you a Small Scarab 
Bag, which holds up to 50 Scarabs, and by shutting 
off an ice block-carrying geyser. 


After the 

i SnowHorn shuts 
off the geyser, a 

large ice block 

| will drop to the 

ground. You can 

| slide the block 

| on the area's icy 

surface, then 

| climb up onto it 

toreach two 

] ledges. Use it for 

| aboost to the 

next section. 





On your return to 
ThornTail Hollow, you'll 
discover that the queen 
has fallen ill. She needs 
White GrubTubs, which 
you can find in the dark. 
Buy a FireFly Lantern 
from the store before 
you go to gather them. 


She is gonna be OK..isn't she, Fox? 











Ші 


Tricky will discover a secret near а soft patch of 
ground, at the base of a fallen tree. Have him dig 
there to reveal the entrance to a cave. Drop into the 
cave, then upgrade the magic capacity of your staff. 


When you 
explore the 
sloping section / 
of SnowHorn 
Wastes, you'll 

| discover a 

| SharpClaw guard 
atthe entrance 
toa tunnel. He'll 
let you pass for a 
price. Gather 25 

| scarabs and give 
| them to the 
| BribeClaw. 





"| The large, round 
structure 
| across the river 
| from the queen's 
quarters is an 
ancient well. 
Use Tricky to 
tunnel into the 
well, then leave 
Tricky behind as 
you descend into 
| the darkness in 
search of 
GrubTubs. 





€D ROCKET DROP 


Plant a Bomb Spore in a 
planting patch, then 
blast it to reveal the Шиш, 
entrance to a cave. Drop 
down into the cave and 
upgrade your staff with 
the Rocket Boost power. 
Use the boost to reach a 
high ledge near the bot- 
tom of the well. 


@ INTO THE DARKNESS 


After you break apart a natural 
bridge, you can use a piece of the 
bridge to apply pressure to a plate 
and open a gate. Enter the open cave 
and talk to a ThornTail. He'll move 
to reveal a planting patch if he sees 
that you have a FireFly Lantern. 
Blast a patch of land and drop into 
the hole. 





5 1 9.3 05 





СЭ BLAST OFF FOR MORE POWER 


You'll find a Rocket Boost Pad near the store entrance. Boost up 
to a high ledge, then blast through a weak wall to a cave with 
four switches. Hit the switches to reveal the entrance to a staff 
upgrade chamber that leads to more magic-holding capacity. 
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Boost up to aledge and hop 
across the shortened pillar 
for more GrubTubs. Blast 
into a dark cave and collect 
another one of the squirrelly 
mushrooms. 







THORNTAIL HOLLOW WELL MAP 
GD Green tips correspond FIRST FLOOR 
with the ancient well map. 


Q White GrubTub Fungus 


SECOND FLOOR 


After youdropdownintothe 67) GRUBTUB HEALING 
deep section of the well, 
you'll find the first White 
GrubTub. Follow the path to 
the left to find some 
FireFlies, then descend on a 
dark path and shorten a pillar 
with a Bomb Spore blast. 


Thank you, Fox, 





There are a total of six White GrubTubs in the ancient 
well—just the right number to save the queen. Once 
the queen has consumed the Grub Tubs, she'll give 
you a key and ask you to save the GateKeeper in 
SnowHorn Wastes. 


СЭ WASTES RETURN 


Strong currents will stop you on your return to the SnowHorn 
Wastes. Have Tricky stay on a pressure plate while you climb up 
to a switch and redirect the water flow. On your way around the 
area, look for a place to boost up and collect Fuel Cells. 


Patea 
8-1 "21030. 
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The SharpClaw Prison Key will give 
you access to an area near the 
SnowHorn Wastes river. When you 
explore the area, you'll find Gate- 


Keeper Garunda Te under ice. He вы & ee 


needs Frost Weeds. Hit a nearby tree , ол 
to release the weeds and tell Tricky to | 
feed them to the mammoth. 


L4. 


Your next destination is DarkIce Mines. The Arwing 
will need fire Fuel Cells to get there. If you don't have Cx 
enough Fuel Cells, use the PDAS Fuel Cell Compass | | 
to find the closest cell. 


If you're at a loss for 
Fuel Cell locations, you 
can purchase Fuel Cells 
atthe ThornTail Store. 
Shabungais never at a 
loss for items to sell. 





You'll face a full field of space 
debris on your flight to DarkIce 
Mines, and you'll have to fly 
through at least three of the ten 
Gold Rings to enter the area's 
atmosphere. Be sure to collect 
Silver Rings, as well. They will 
replenish your energy. 


We've uncovered only the tip of a very 
big iceberg. In our follow-up review 
next issue, we'll cover the battle to 
recover the first of four SpellStones 
and the mystery of the Krazoa Spirits. 


Fight on, Fox—the fate of Dinosaur 
Planet hinges on your heroics. Ф 


















| SharpClaws will attack as you 

| begin to search for Frost 
Weeds. Fight off the enemies 

4 and hit the tree that is located 

f down the hill to free up the 

© weeds. Instruct Tricky to find 

MEE the weeds as they roll away. 

He'll take them to the 

4 { GateKeeper. 









As you hop from cliff 
to cliff against the 
hollow's south wall, 
you'll find a place to 
== | blast into a Fuel Cell- 
| holding cave. 


В Use the ice block in 
the rock-wall-ringed 
area to boost up to a 
ledge that holds cells. 





Cultivate and blast a 
Bomb Spore Plant at 
the base of the 
waterfall to break 
into a tunnel that 

| holds Fuel Cells and 
other helpful items. 


Tell Tricky to dig into 
the outside wall of 
the SharpClaw 
Prison. You'll find a 
cave containing two 
Fuel Cells. 











PY The asteroids are 
[E big and oddly 
shaped. Use the 


Gold Rings can be 
hard to collect. 
Some of them 





| spin move to turn move back and 
sharply if they forth or up and 
MS get too close, and down. Others are 
djust your speed blocked by 
| with the X and Y objects that you 
| Buttons. must clear with 


BE laser fire. 








Violence 


© 2002 Electronic Arts Inc. All rights reserved. Electronic Arts, 
EA GAMES, and the EA GAMES logo are trademarks or 
registered trademarks of Electronic Arts Inc. in the U.S. 
and/or other countries. TM, ®, Game Boy Color, Game Boy 
Advance and the Nintendo GameCube logo are trademarks 
of Nintendo. © 2001 Nintendo. All other trademarks are the 
property of their respective owners. EA GAMES™ is an 
Electronic Arts™ brand. 

HARRY POTTER, characters, names and related indicia are 
trademarks of and © Warner Bros. Harry Potter Publishing 
Rights © J.K. Rowling. 

WBIE LOGO: ™ & © Warner Bros. 

(s02) 


€ 


NINTENDO 
GAMECUBE. 





GYWEBOL Lok GAMEBOY. Avance: 


Have you got what it takes 
to be Harry Potter in 
the Chamber of Secrets? 


Available November 15th. еадат сот j 








© 2002 Electronic Arts Inc. All rights reserved. Electronic 
Arts, EA GAMES, and the EA GAMES logo are trademarks 
or registered trademarks of Electronic Arts Inc. in the U.S. » 
and/or other countries. TM, ®, Game Boy Color, Game Boy 
Advance and the Nintendo GameCube logo are trademarks 
of Nintendo. © 2001 Nintendo. All other trademarks are the 
property of their respective owners. EA GAMES™ is an 
Electronic Arts™ brand. 

HARRY POTTER, characters, names and related indicia are 
trademarks of and © Warner Bros. Harry Potter Publishing 
Rights © J.K. Rowling. 

WBIE LOGO: ™ & © Warner Bros. 

Anglia is a trademark owned and licensed 

by Ford Motor Company. 

(s02) 





: р fim Draco Malfoy" 


g 






Extended 

adventure from 
intendo 
nectivity 


Have you got what it takes | 
to be Harry Potter" in 
the Chamber of Secrets? 








Available November 15th. 


© 2002 Electronic Arts Inc. All rights reserved. Electronic 
Arts, EA GAMES, and the EA GAMES logo are trademarks 
or-registered trademarks of Electronic Arts Inc. in the U.S. 
and/or other countries. TM, ®, Game Boy Color, Game Boy 
Advance and the Nintendo GameCube logo are trademarks 
of Nintendo. © 2001 Nintendo. All other trademarks are the 
property of their respective owners. EA GAMES™ is an 
Electronic Arts™ brand. 

HARRY POTTER, characters, names and related indicia are 
trademarks of and © Wamer Bros. Harry Potter Publishing 
Rights © J.K. Rowling. 

WBIE LOGO: ™ & © Wamer Bros. 

Anglia is a trademark owned and licensed 

by Ford Motor Company. 

(s02) 





NINTENDO 
ff; GAMECUBE. 









| NS 
Extended 


е. T 
1 adventure from. 
nnectivity 






Have you got what it takes | 
to be Harry Potter" in 
the Chamber of Secrets? 


Available November 15th. jer c 


ден towns are popping up ай over! Want to stand ont From 
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Movin on Up 
So you've decided to move out? Get your own place? See the world? 
If you've picked up Animal Crossing, you're well on your way. You can 
live however you want, but chances are that you'll want the biggest 


house and the coolest stuff—and to make a huge statement in the 
world—fast! Our crash course takes you to the top. 


Rover 


Could you hel, > That's right! 
Is ites Let's se 
10:06 a.m. оп Sun... 
September 1st, 2i 


0027 A 





EVERYONE ©2001, 2002 Nintendo 


By the way.»if you don't mind 
me asking...where are you 
headed? 
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The story of Robotech: BattleCry takes 
place largely on and around Earth dur- 
ing the first saga (the first 35 episodes) of 
the Robotech series. Early game mis- 
sions move through two-thirds of the 
season at hyperspeed, dropping you off 
back on Earth after the events of Episode 
28, when the first wave of Zentraedi has 
made peace with humans and is working 
with them to rebuild a decimated Earth. 

Some Zentraedi soon revert to their 
violent ways, however, and decide to 
crush the puny humans—an easy task, 
since they're giant enough to leer into 
third-story windows. Fortunately, when 
you transform your Veritech into Batt- 
loid form, which stands at over 40 feet 
tall, you'll enter combat on an even play- 
ing field. When the Zentraedi climb into 
their missile-equipped Battlepods, even 
your Battloid is dwarfed. 

In missions that take place in metro- 
politan areas and in wasteland ruins, 
you'll want to transform your Veritech 
into its Battloid form to take advantage 
of its close-combat dexterity. One fine 
way to eradicate a Battlepod battalion 
coming around the corner is to strafe it 
with your Gatling cannon. And when the 
Zentraedi are out of their vehicles, you 
can activate the Battloid’s special 
weapon, its precision sight, to target the 
ambling scum. Though your Battloid 
can hover, if it's flying that you need, 
your Veritechs other two modes are far 
better choices. 





One mission makes you the lone savior of 
townspeople taking cover їп а civic center. 





As the game progresses, you'll stomp through 
situations that grow increasingly more dire. 





1 
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Whether enemy firepower or yours, buildings 
will fall from collateral damage. 





Just like in the TV series—every mission has 
high stakes and massive showdowns. 





A Robotech Superfan peaks 


For all the Robotech aficionados out 
there, we wanted to get a superfan's 
perspective on the upcoming game. 
Superfans have carried a torch for the 
series for 17 years, after all, so they’ve 
earned a forum. We chatted with TDK 
Mediactives Carlos Rodriguez, pro- 


ducer of Robotech: BattleCry, to ger. „(В 
шаны oma ire Chars so 


anticipated by its fans. 


NP: How much did the Robotech superfan 
community impact the game's development? 


CR: Throughout the entire development andi 


cycle, we were listening todhedansnii 
— regularlyamo i essage boards and 


even wrote on them on occasion. The opin- 
ions and concerns of the fans were withjus) 
at all times. We couldn't let them down. 4 
After all, we're huge fans too. The TDK tea 
and the developers at Vicious Cycle are all 
huge fans, and we have done our best to' | 
keep the game true to the.seriesnew 


NP: Assuming that the show’s:fans know the 
basics) what's the game's plot? 
„„Шедатетекрїаї ight at the 
beginning, so even if you aren't a superfan, 
you'll have all the background. That said, 
players will take on the role of Jack Archer, 
a Veritech pilot and member of the Robotech 
Defense Force. Initially, you'll fight side by 
side with characters from the original. 
series, like Ro Fokker,untilyou're'ifijüfed - 
п Earth. Once nursed back 
to health, Jack is assigned to a base in 
Alaska, where he takes on new Zentraedi 







tles and even to the rings of Saturn! 


Mp: HowWanany Venbtechitypes are included? 
СЕ: The game includes five models. In addi- 
tion to the VF-1A, VF-1D, VF-1J and VF-1S 
from the series, Harmony Gold [Robotech’s 
developer] has created anew Veritech for__ 


hreats. The story takes you to missions in 
cross City, through canyons, into sky bat- 





e,game-the-YF-1R7T! ighter was 
designed for Jack Archer and includes a gun 
pod and a plethora of missiles. 


NP: You've pulled together lots of the 
original voice talent for the game. Who's 
returning? 


RW Cited to have seven of the origi- 
nal TV show voice actors for Robotech: 
BattleCry. Many of them pull double duty for 
the game, voicing characters that we all 
know and love as well as taking on new 







thegame? 


ones.Cam Clarke, who voiced Max Sterling 
inthe series, is the voice of our main char- 
acter, Jack Archer. Tony Oliver is back as 
everybody's favorite Veritech pilot, Rick 
Hunter—and voices the new character of 
Hirolshi as well. Rebecca Forstadt [Reba 
West]is back to voice Lynn Minmei, as well 
asa new character, Izzy Randal, in the game. 
MelanieMacQueen reprises her role as Lisa 
Hayesand takes on a new character, Kiyora, 
too.Dan Woren voices Roy Fokker and 





The Robotech series boasted space- 
fights with dozens, hundreds and some- 
times even thousands of space vehicles 
duking it out. The action was filled with 
countless homing missiles, laser can- 
nons, particle beams and torpedoes— 
which added up to an outrageous 
amount of pyrotechnics and special 
effects. And it also resulted in the car- 
nage that the series was so famous for. 
Robotech: BattleCry nails such free- 
for-all space combat. When you trans- 
form your Veritech in Fighter Mode, 
you'll be in a better position to take on 
the countless Zentraedi space fighters, 
which often buzz around a main orbit- 


ing Carrier or Destroyer— massive: 


ships equipped with firepower that can 
wear down a Veritech in seconds. In 
Fighter Mode, you have serious speed 
and even more serious weapons— both 
homing missiles and decoys, which you 
can release to attract the enemy's own 
homing missiles. 





from the show. Fans will notice the original 
title theme right from the start and also the 
dramatic, tense music from the many action 
sequences. In fact, fans can get their hands 
оп a CD of the game's sound track, which 
will be included in the special collector's 
edition release of Robotech: BattleCry. 


NP: What sound effects are you most proud 
that you've been able to put into the game? 





The first mission places you in the first TV 
episode, where you'll fight off invaders. 


Ош 





z N = 
аға МА чау 
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One flight mission demands that you wipe out 
a sky that’s full of Zentraedi transport ships. 


Space missions recall the look, sound and 
absolute combat chaos of the TV series. 


original anime style—including the erratic 
missile trails and even signature circular 
explosions. 


NP: Whatewill the multiplayer mode be like? 


CR: The game includes a two-player head- 
to-head versus mode. Eacti player-can select 
from a number of Veritechs andevena — 
female Zentraedi's powered armor to duke it 
out across eight unlockable battlefields. 


Zeraal, while Melora Harte voices Helena 


Chaseand Steven Kramer voices Skarrde. Й 
ae: ——7 NP: Robotech was one of the first series to 
NP:The.original'stties had a distinctive introduce a specific anime style to the U.S. 


Тпетеѕопо and lots of other signature 
music. What kind of sound track will be in 


CR:The sound track has been inspired by the 
originalmusic from the TV series. We have 
remixedand rerecorded all the great themes 


СВ: I'm especially pleased with the way that— 
the Zentraedi modulated-vor urned out. 


How does the game recreate the look? 


CR: We've captured the great look of the 
series by using the cel-shading technique, 
which gives the entire game an animated 
look and feel. The great action sequences 
and epic battles in the game are true to the 


NP: Is there any possibility for future 
Nintendo GameCube and Game Boy Advance 
Robotech games? 


CR: Aside from our fall release of Robotech: 
Macross Saga, a Game Boy Advance title 
which features 2-D side-scrolling and iso- 
metric levels, anything's possible. We real- 
ize that the Macross Saga is only one small 
part of the Robotech universe. Stay tuned 


" Г 
for more details. 





The best combat form for missions 
held in wide-open areas—like leveled 
cities and open wastelands—is often 
the Guardian Mode, which combines 





Guardian Mode is ideal when you want to 
hop onto an orbiting Zentraedi Carrier and 
release a volley of homing missiles at pass- 
ing ships. 


When Robotech: BattleCry enters 
Earth's atmosphere in the fall, Robot- 
ech fans will finally be able to climb 
into a Veritech, use its morphing abil- 
ities in combat and cut the giant Zen- 
traedi down to size. Gamers who are 
new to Robotech will experience an 
innovative sci-fi game and plunge 
into the rich Robotech universe—an 
awesome one-two punch. Game play 
will likely be strong and varied, with a 
multiplayer mode and lots of unlock- 


f 


the Battloids close-combat firepower 
with the Fighter's missiles and greater 
speed. It also has a hook arm you can 
use to nab objects. Picking the right 


able — techno-rewards, 
such as the many Veritech 
models. Some models are 
so bulked up that they 
can be used only in space 
missions. So prepare to 
suit up, whether you're a 
superfan or a new recruit, 
because Robotech: Battle- 
Cry will soon blaze into 
action on the Nintendo 
GameCube! @ 


ей а vr it veg eif n 


mode for each mission isnt a black- 
and-white decision, however, because 
every mission demands swift adapta- 
tion to ever-changing conditions. 
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If you've followed our three-part preview coverage in recent 


issues, you already have an inkling about how many things 
there are to do in the world of Animal Crossing—and how 


Choose a House 


Б — "le 
Tom Nook Tom Nook 


You're quite sure? This is 
b the one you want? 


Now you can start working 
off the remaining 

18,800 Bells you owe on 
your house. Ниггаһ! 


After you name your character and 
your town, you'll need to select one 
of four vacant houses in which to 
live. Thoughit's dinky at first, you 
can eventually build your house into 


few duties first.) 
the poshest padin your town. | + 


One way to achieve the house of your dreams is to reap the 
rewards of being everyone's friend. If you're really nice to your 
animal neighbors, they'll be more likely to give you cool stuff, 


Wild Goose Chases Pay Off 


i > 


Claude 


So, what do yc 
hopalong? 


Claude 


For your reward, you can 
have this outfit I just bought 
the other day, 

hopalong. 


> 1 want а job! 


Ask neighbors if you can fetch items from—or deliver things to—other ani- 
mals, Sometimes animals have lent items to other neighbors. In some 
cases, an animal will have lent it to a third animal—and so on. Don't sweat 
the extra work—you'll get a great gift for your trouble. 


» Make Far-Flung Friends 


When you visit another town, say hello to every citizen. It 
never hurts to have more friends. At he very least, they'll 
have errands for you to run—a great tactic to use when 
your own townies have no more tasks to offer you on a 
given day. There's also a chance that your new friends will 
move to your town, always a great thing for an entre- 
prenurial spirit like you. 


You'll buy your house from Tom Nook, a savvy raccoon who runs the local 
store. Once he learns that you have little cash, he'll give you the house on 
credit, then ask you to run a handful of errands for him—to pay off a little 
of your loan up front. (Need to save your game? You'll have to complete a 


many years you'll need to play the real-time game fully. At the 
beginning of the game, you'll need to take care of a few basics 
before you enjoy your newfound freedom to roam at will. 


Run Errands for Tom Nook Live It Up! 
— "Г m 


E j E 


First off, I want you to 90 Га finally done working! 


plant some trees and flowers 


around my shop: I'm free! I'm free! 27. 


After Tom releases you from duty, 
you'll still owe plenty on your loan. 
There are nearly five bazillion 
things to do—but if getting a bigger 
home is ү oal, you'll need to 
earn cash and pay Tom. 


both things that are common (like stationery) and rare (like fur- 
niture). If an item isn’t something that you want in your stylish 
home, you can sell it to Tom Nook for beaucoup Bells. 


Write the Right Way 


To Rosie 


This is a "Your Мате", 
Just 
hope 


ind! Rosie 


Your neighbors love letters—well-written letters, that is. Correct spelling, 
proper grammar and especially an attached gift can earn great letters (and 
gifts) in return. Don't bother sending nonsensical letters. Your friends will 
notice and grow cross with your correspondence. 


Are you plann 
оп a trip, Tims 


> Taking a trip! Have we met before, 
h, moocher? Because you 
look kind of familiar... No? 


I, I'm just bugging out, then. 
>. 





Before long, you'll be receiving letters from the Happy Room 
Academy (HRA), an organization that rates houses on their 
interior designs. If you earn 70,000 points during an HRA 


evaluation, you'll win the House Model; for 100,000 points, 
you'll earn the Manor Model. If you want to receive them, learn 
and live according to the HRAs strict standards. 


| If you live like a pig,the HRA will 
deduct points. Don't leave objects 
strewn on the floor that could be 
stored away or placed on tables— 
like clothing or stationery. Splurge 
for the basement when Tom offers 

| to build one, since the HRA never 
rates the storage space. 


the Animal Crossing world will show you which objects are included in spe- 
cial groups. The HRA frowns on mixing furniture from different collections. 


Copper. i 4 [DL 0: 
[m E 480 tin. 
You ask about goings-on? à Thuh-thuh-this is... x 


> 
| Actually, rumors are flying t This is my favorite fish! he y p: 
i E town about the famed 1 ) Y сй 


wanderer, Wendell. 





—— = S Tom Nook а t Tom Nook 

If you've purchased an object in your home from Tom Nook, you may - Ср СЕЕ 
receive а good score from the HRA. You'll earn many more points for items such a timely manner! | ШЕ осе your house? 
you received as aholiday memento or froma special character travelling | 

through town such as wallpaper from the walrus, Wendell. 


Feng shui (rhymes with “flung clay”) is a home-design philosophy you luck if put in the proper part of your home. However, just 
that will increase your luckiness in item- and money-finding because an item is green doesn't mean it's “feng shui green.” Time 
| matters. An item that has one of the four feng shui colors will bring ^ will teach you which items bring feng shui luck. 
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pen, if you know how to promote yourself. All you'll need are the | 
kinds of homemade designs that catch other players’ eyes—and 
the ambition to engage in lots of hoofin’ around to other towns. 


Budding designers can become stylin’ superstars of the Animal 
Crossing world. Wouldn't it be amazing if you traveled to a dis- 
tant town and found designs there that you created? It can hap- 





| | ғә | Your Funds 
57,265 balls 24, 00 350808 


Your Fonds ^ | 
EX | 


Жу 


P » Design a pattern | 


———ÁMÀ 


Visit the Able Sisters at the town tailor shop to access the design tools, 
which you can use on either your GCN or GBA. When you have eight awe- 
some designs, take the first step toward stardom: Display them all at your 
tailor. Players who visit may take them back to their own towns! 


Gyroid 


What action’ > Post pattern 
performed on 


AMR. ee ее 


Dazzle other players who enter 
your house by applying your designs 
to your wallpaper and carpet. While 
you're at it, let ‘em know that 
you're a fashion maven before they 
even enter—apply a design to your 
door, as well. 


Once your townis covered with 
your designs, stow lots of your 
homegrown patterns in your design 
inventory, then visit as many other 
towns’ tailor shops as you can— 
spread your patterns across tailor 
showroom floors everywhere. 








Yes! Um, sure ^ 
to call that d 
avant-garde. 


» Display п 


Yes! Um, sure ^ 
tocallthatd > 1 want it! 
Happy Go Luck 
Can І help you 


might just be surprised enough to stow your designs in their own design 
inventories. Then they may wear them, decorate their homes with them 
and—best of all—take them to other towns, too! 


Before you leave a town, make it 
clear to the local players that 
you've left your designs behind. 
Carry several sign boards on your 
travels. (You can eventually pur- 
chase them from Tom Nook) Put up 
the boards near other players" 
houses—with your designs posted 

















эш 
| Whether you need mad money to go wild on shopping sprees or 


| want to pay off Tom Nook's house loan, you'll want to rake up 
| massive amounts of Bells. During your first few days of game 


| 


When you chat with animal friends, 
you can either ask them for work or 

| just chat with them. If you chat, 

Í you may learn valuable tips or 

| sometimes simply be given a really 
cool gift—which you can sell to 

| Tom for loads of Bells. 


Yeah, so... Wh 
want, mon cho, 





e ERR 


During your first days of game play, you may not yet have the tools needed 
to find many valuable items outdoors. Focus on shaking trees. Many con- 
tain bags of Bells that will fall to the ground. Also, shake fruit trees for 
their bounty and collect shells at the shoreline—then sell it all to Tom. 


Your Funds 
4,773 Bats 


Tom Nook 


That's a net. 


That's a shovel. 
p. The price is 500 Bells. 


The price is 500 Bells. 


When Tom Nook stocks one of the tools—the fishing rod, net, shovel or 
axe—buy it as soon as you can. Each one opens up new possibilities for 
profit. After you buy and use a tool that's new for you, Tom will be more 
likely to offer a different kind of tool soon. 


Т caught a clouded | 
yellow butterfly! 


It's such a cute yellow! 


Once you own anew tool, use it every day. With the fishing rod, pull up as 
many fish as you can catch. Use the net to capture insects. And with shov- 
1 elinhand, dig at the telltale X marks and shining spots to reveal buried 
| treasures. Sell everything to Tom to make lots of Bells. 
| 


play, you'll be foraging for Bells and items that you can sell. 
Investing Bells in smart ways, instead of splurging too early on 
luxury items, can help you get wealthy in a hurry. 


You'll notice that the fruit trees in your town grow one type of fruit. Tom 
will pay 100 Bells for familiar fruit, and he'll pay 500 Bells for different 
kinds. Visit other towns and gather lots of fruit. Then, using a shovel, plant 
itin your town to start a profitable orchard! 
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Соррег 
| You ask about goings-on? 
= Actually, rumors are flying 
around town about the famed i 
wanderer, Wendell. Y 


Copper 


| Tell me, how > Any goings-on? 
Copper be о. 





Joan Tom Nook 


Yes, yes! Wha’ 


Today's asking price iso. 
do for you, h 


103 bells per turnip. 


M Are you going to buy some? 
zi, Y 
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‘August 19, 2002 
QW ours for the taking! OH 

I buried Excitebike 

in one of the 2 acres. 

Can you find it? If you can, 
it's all yours! VVV 


To get the best selection from Tom Occasionally, one of your animal 
Nook, you'll need to shop often. 
He'll increase the size of his store 
several times if you buy and sell 
from him frequently—and that 
means he'll be able to offer still 
more items on his floor each дау. 


ure hunt. He or she will bury an 


on the town bulletin board. Check 
every day for announcements. 















Some fish are more valuable than others—the coelacanth, for instance, is 
worth 15,000 Bells at Tom's store! You can also keep live fish in your house 


as trophies. Specific kinds of fish tend to appear at certain times of day— 
and during certain months—so keep on trolling. 








Ahoy there, matey!! 
Do ye care to ride me 
boat to the island? 








You can barely walk an acre in Animal Crossing without discov- 
| ering another way to find and collect items. Over time, the trick 
| becomes knowing which things to collect—and figuring out 


where and when to find them. If you're feeling generous, you 
can also help build up the local museums collection, which 
brings its own rewards. 





friends will decide to throw a treas- 


awesome item somewhere in town, 
then offer clues to its whereabouts 





1 caught a giant stag beetle! 


ней, it's GIANTHM 
rem nr пес). 





The most valuable insect is the giant beetle—and thought sells for 10,000 
Bells, you may just want to keep the bug in your house. Different insects 
have specific habitats—whether on the ground, on flowers or even under 
rocks—and tend to appear only at certain times. 








4%» 
427 ates 


Hoo! Hoo, I say! Splendid! 
What no~doubt priceless item 
might you have for us today? 









r 














| 


The local museum hopes that you'll donate complete collections of 
insects, fish, fossils and artwork. There's a great reason to do so— you'll 
not only see all your donations in vivid displays, you'll also receive the 
extremely rare Museum Model if you fill every gallery to the rafters. 


L 





You can usually find a special prize 
on a holiday—often the mayor will 
give it to you, if you can find him. On 
other special days, you may be 
drawninto a fun quest for rare 

2 objects. (You'll definitely want to 
Jack visit your town on Halloween!) 


How did you know I was the 
true Jack, King of Halloween? 








Redd 
| Everything here is a 

| rare find. Nothing 
run-of-the-mill here! 
It's стт 
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Consult the wishing well every day to learn which parts of your 
town's landscape are in need of improvement. Gardening isn’t 
just about the pleasure of having well-balanced greenery. If your 


What the Well Wants 


Go to Acre C-5 
to see what is amiss. 


Though the well speaks in түш phrases, it wants the town to have lots 
of trees—nicely spaced, not clumped together—and plenty of flowers and 


no weeds V SONS Becan Боевом every p you ЛІ ОЛ to visit 


Hi there! You're doing well, 
Г hope: T've moved! 1 live 
in ACME пом, so 

make sure.you come see me 
once in a while. And you'd 
better visit, or I'l? pout! 


Amelia 


So now, all of a sudden, 1 
have your interest? 

What, did you think you were 
my only friend? Hardly! 
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towns landscape is in great shape, all sorts of surprising events 
are more likely to happen. Also, some events are linked to par- 
ticular seasons, so keep your eyes peeled all year long! 


Happy Campers 


During the summer months, watch 
for vacationing visitors from other 
towns, who may set up tents in 
your neighborhood. Campers 
sometimes play games for objects 
(or sell items), some of which you 


can get only from t 
So I'll tell you what! 9 Y am 


You сап have the prizes. 





nintendopower.com 
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If you're a Magic: The Gathering” player 15 or under, then you 
owe it to yourself and your game to try a Junior Super Series" 
Challenge near you. You'll get a premium card just for playing. 
Plus, you could win free Magic” cards for a year, a $1,000 college 
scholarship, and an invite to the JSS Championship, with prizes 
including $100,000 in college scholarships. 

Find a Challenge near you: A WA солн" 


www.wizards.com/j 
/jss Your Game. Your Future. 










x DS Get more from your game: 
E www.magicplayerrewards.com 





* _ trademark of DC COMICS. BATMAN and 
“all related elements are the property 

.of DC COMICS. TM & © 2002. 

All rights reserved. 


Batman: Dark Tomorrow is set in the dark and men- 

acing world of the original comic books and features a 

new story from Scott Peterson (of DC Comics) and Kenji Ter- 

ada, who wrote the stories for Final Fantasy I, II and Ш. As the game 

opens, rival gangs are battling for control of the streets of Gotham. Commissioner 
Gordon is soon abducted and the Arkham Asylum—the high-security home of many of Bat- 





OUT OF ІНЕ BAT AVE: 5 THE CAPED CRUSADER 


2... Ae see 0-е 


аи ve NE More than 60 years ago—in May of 
Over the past two years, the rare Е " 1939— Batman first swooped onto the 
glimpses we've seen of Dark ET ; 2 à scene in volume 27 of Detective Comics. 
Tomorrow have caused our jaws ү ; In the early years, Batman—the alter- 
to drop. Only recently, however, Й 11 : j ego of tycoon Bruce Wayne—was con- 
have we been given exclusive m 4 sidered the greatest detective in the 
access to the game, which is still in DX QW i world, and he was driven by a fierce 
development. The following pre- ' sense of justice, that stemmed from the 
view offers you a look at one of the age ME trauma of having witnessed the murder 
most anticipated action games of 54 ka oF of his parents. Unlike the campy cru- 
the year. Just keep in mind that ? ! 
some elements may change Бу the 
time that Batman makes its way to 
you this November. 






































STRAIGHT SCOOP 


In Batman: Dark Tomorrow, you'll take on the 
role of the Caped Crusader in 23 action-packed 
areas. In most areas, you'll follow a fairly clear 
trail or chase after a villain. Some areas are 
mazelike, so it's fortunate that Kemco included 
on-screen maps to help guide you through the | ıs 11, pogs according 
labyrinths. As you work your way through an 

area, you'll have to use your utility belt gadgets 
and fight thugs and bosses as they appear. You'll 
also have several puzzles to solve, such as open- 
ing locked doors or finding hidden items. Once 
you get the hang of using your cool tools, you'll 
be ready for anything that the Joker and other 5 E anaes 
enemies may throw at you. As for vehicles, you'll 7% ES Баса S 
soar through one stage using the Batglider. And, Н id tag 
although you'll see several great cinema scenes of 3 VS RA ег 
the Batmobile and other Bat vehicles, you won't 
getto drive them. 


LIGHTS! CAMERA! 


Impressive cinema scenes back up theaction | 
sequences in the game and help set the dark || 
mood. The lengthier scenes may reveal an | 
essential plot point through considerable 
dialogue while shorter scenes punctuate the 
drama of whatever is happening to Batman 
at a particular moment. Oracle, Batman's | Oracle 
helper back at the Batcave, sends you mes- | tartara sonson 
sages and helps tie together the clues that | * 
you uncover in the field. The detective work 
is handled for you, but the scenes are impres- 
sive and the story will keep you on the track 
of the bad guys. 


Encased іп a subzero suit and armed 
with exceptional strength and a cold 


гау gun, Dr. Victor Fries la. 
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hen 1 millionaire | “prude Wayne dons his cape and cowl, he becomes 
"ehe ofthe most versatile crime fighters in comic book history. Kemco 
“= gives you 1 the ability to perform a wide range of moves and attacks in 
* the 3-D Кк areas. of the game. Batman’s double jump is useful 
( Su; en leaping onto objects or high ledges. The Dark Knight also has 
Nd of crouching moves that give you a stealth advantage at 
ын times s when it's better not to be seen. On the fighting side, Batman is 
3 «all about punching and kicking, not guns. He has a great spin kick 
2 and a combined jump-and-kick attack that will drop thugs faster 
* "than you dnd “You have the right to remain silent... 
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Ж e from big droy ав welll as" хх 

a duree аме” „ ВРУ 

би” “fel р ап eye, on your yellow * „ * „| Ы г - 

ГИ St ealth h metertokeep Batman =, =, ЖЯ ЖЮ ИЖ ШЫН ЫК К 

m A *x ready i for action. xe Mhénit cómés to subduing foes, *. ' . You' Ilgo. liecls over head for There may be times when it pays to 

К oy “ * Batrhan lets Enea * Batman's double jump. If you can't keep a low profile. The Z Button 

pnm m А5 „*^ falking:Most ofthe [онъ ‚аге іп close * use the Batgrapple or Batcable, the drops the Caped Crusader into a 
e IN аа so movesill їтап$ spi in - double jump i is your best bet for crouch for areas where stealth is 

~ « kickare particularly effective... 











‚ gaining some altitude. the better part of valor. 






































After apprehend- 
ing a villain, you'll MEDICAL KIT 


want to use a pair 






j T When you need to 





of Batcuffs so he 
swing between doesn't pop back 
buildings, let loose up and attack 


~~) again. Batman has 


the Batcable: В! 
Ч an endless supply. 


using the C Stick, 
you can control 
your swing. 


When Batman's health 
meter is looking low, 
you can give him a boost 
with the Medical Kit. 
The kit carries enough 
medicine for several 
rejuvenating doses. 


For long-distance 
attacks, Batman uses 
the bat-shaped 
Batarang. It's like a 
boomerang, but it 

| doesn't return to you 
once you've thrown it 
at an enemy. 


NIGHT VISION 


Night Vision goggles help 
the Dark Knight see 
when the light is low. You 
can look all around and 
move forward while 
wearing the goggles. 





The crown prince of crime has a murky 
л „Past, but Ваіт; t. 















Most of Batman's adventure takes sie in and БЕЗЕР ge Әфе 4 
Gotham, but as the Dark Knight learns more about his mysterious” .- 
opponent, he'll travel afar in the name of justice. The action takes ` "d 
place on rooftops, in alleys, at the Arkham Asylum, on the docks* 2; E 
in the warehouse district and in the Talbot Factory. Some of the =`- 
areas are so large that they're broken into as many as. ‘five sect." 
tions. The mood remains dark and menacing ва а B 
game, and the Batsignal burning in the sky is an ae 
reminder of the dangers that Batman faces. 























Gazette Square is the site of the Pandemonium reigns at the ^ .' là sóméateds, you ll hae. faa ® 
first disturbance. Two criminal Arkham Asylum, where most of ^ ^ ulatethe Sacram Pesaro Yo 5,9,6 Pee 
gangs—one led by Black Mask and Batman's foes аге locked up once ^ ^ can move'on: Imthe eg ым X NX 0, 
the other by the Ventriloquist— they run afoul of the Caped water. а D ж LESE 











rumble in the street. | Crusader. 


PASS KEY 



















' The Fing e iue M 
a small flashlight- " CS 


tliat caí help yoi. " 


You must find items 
like the Arkham 
Asylum Pass Key dur- 
ing the game. You'll 
use them in specific 
places. 


BATGRAPPLE 








UNIVERSAL 
TOOL 











Throw the Sia: 3 

Capsule to create 

a thick cloud of 

| smoke. It's a great 
way to conceal 

Batman's moves. 


There never 
seems to be an 
elevator around 
when you need one. 
For Batman, that's no 

problem. He can use the 


Batgrapple to latch onto POISON АТАЙ 


The Universal Tool is 
great for unlocking 
doors, chests and other 


things. You will find use- ledges and pull himself 
ful goodies in unexpect- uptonewilevels:. =- - pie em pm = = == SSS ese nS Ш 
ed places. 


һе green, but si 
She ITO er victims and ДЫ, 
ck and регі 








е Ventriloquist, Killer Croc and ecb el le 


; youll also face their many henchmen; who: 
énarmed and attack in groups. If that n hof chat 


Batman. encounters booby traps Қ Аа nete x 












Що и 8,9940 
ara x x 




























Rats! The Ratcatcher willtryto . - Insomecases, youcan sneak ul cat ATE is beautiful.but йапдет» " 
avenge his fallen pet. Тоо bad you dont . foes and knock them unconscious ' .. 05. В! acters will һауе, ^." 
i pave a Bat ratrap in your Utility Belt. ~ Cee they put up a fight. ^." x" ы” ғоре spt rises'up their'sleeves; 
4 “со, ЬЕ 5277 even ifthey don't have sleeves. » 


Боор с 


Kemco has brought togeth 
be the definitive, interactive ды t 
(who collaborated on the st 
leading special effects gurus—: 





Will Gotham survive the dark night ТІ motion of Batman’s cape and Cool extra features, such as the 
е of crime? You'll know soon enough realistic fog and rain effects are 3-0 profile menu, help immerse 
when Dark Tomorrow is released tivo examples of why Dark you in the world of Batman, Robin 
this November. Omorrow looks like a million bucks. and many other characters. 


BAT MOON RISING 


Kemco has assembled all the elements to create a classic action game. There’ action, great cinema, supe- 

rior graphics and music and one of the best franchises in the world of entertainment. DC Comics has 

been on board fro day o е, ensuring th ча of the Batman image and story, and Kemco has gone 
final 





BIG ACTION ON THE SMALL SCREEN! 





ОКЕ BACK WITH 
AN ALL NEW STORY 


. ONLY ON 


2 А \ GAME BOY. 





ADVANGE: 


X 


SHOWS VOU ‘RE 
SVDNEV 


LINK UP TO 4 PLAYERS TO PLAY/AT/ONCE!A FEATURES SUNIQUEWEAPONSFROMDUKES — BLAST THROUGH 19 LEVELS OVER 
us) ue Pen 2141#2))EXTENSIVE/ALIEN|BUSTING/ARSENAL EXOTIC LOCATIONS RANGING FROM 
i AUSTRALIA TO EGYPT 












PRODUCED BY 
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Blood 





Violence 
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http://www.3drealms.com 





GAME BOY ADVANCE 





Duke Nukem and the Duke Nukem logo are trademarks of 3D Realms Entertainment. 3D Realms Entertainment and the 3D Realms logo are trademarks of Apogee Software, Ltd. 
Developed by Torus Games Pty. Ltd. Take-Two Interactive Software, Inc. and the Take-Two logo are trademarks of Take-Two Interactive Software. Inc. The ratings icon is a trademark 
of the Interactive Digital Software Association. Licensed by Nintendo. Nintendo, Game Boy, Game Boy Advance and the official seal are trademarks of Nintendo. © 2001 Nintendo. 
All other marks and trademarks are properties of their respective owners. 






ONLY, 


к 








NINTENDO тм, Ф and the Nintendo GameCube logo are trademarks of Nintendo. SEGA is registered in the U.S. Patent and 
САМЕСШЦВЕ Trademark Office. SEGA and SUPER MONKEY BALL are registered trademarks or trademarks of SEGA CORPORATION or its 
ч affiliates. © AMUSEMENT VISION/SEGA 2001, 2002. All Rights Reserved. DOLE® and DOLE & Sun Design® are registered 

trademarks of Dole Food Company, Inc. The ratings icon is а trademark of the Interactive Digital Software Association. 





The original TimeSplitters was a multiplayer dream, but the solo mode lacked punch. TimeSplitters 2, however, 
retains the depth and fun of the first title and also throws a massive Story Mode into the mix. We'll cover Multiplayer, 
MapMaker and Challenge Modes this month and give you a taste of Story Mode to boot. 


and the deepest multiplayer made around—mean you'll be busy for a long time to come. 


STORY CHALLENGE MAPMAKER ARCADE um 
Take on your enemies Challenges range from There's no better map- Multiplayer Mode falls Violence 


GAME PLAY MODES If you want bang for the buck, TimeSplitters 2 has you covered. Four different modes— 


mano a mano, or grab a collecting bananas to making tool available on under the arcade heading, 

friend for two-player co- ^ avoiding flaming zombies. the GCN, so put your but there are also numer- ЕІРДЕБІҢ 

operative mayhem. We'll ^ Jump to page 72 for a architect cap on and start ous one-player chal- ©2002 Free Radical Design 
reveal all the secrets of breakdown of every chal- designing. We'll give you a lenges waiting for your Limited Published: byEidos 
Story Mode in next lenge in the game. few pointers on the fol- itchy trigger finger. interactive. TimeSplitters 2, 
months issue. lowing pages. Free Radical Designand associ- 
atedlogos are trademarks of 
Free Radical Design Limited. All 
Rights Reserved. 
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Smile! You're on 
Closed-Circuit TV! 





If acamera spots you, it will trigger 
an alarm апа send guards in your 
direction. Aim for the lens of a cam- 
era to shoot it out, or use a Sticky 
Mine or other explosive. 


Aim High. No, 
Higher Than That! 





Aim counts in TimeSplitters 2. If you 
hit an opponent in the limbs or torso, 
it will take multiple shots to bring 
him or her down. Hit enemies in the 
head for one-shot takedowns. 


Sure, it’s fun t 








The Temporal Uplink 


df H 7 


oT 
AS 

You begin each mission armed with 

only the Temporal Uplink, a kind of 

handheld computer. The uplink uses 


red and green dots to show the loca- 
tions of both enemies and cameras. 





The Crate Gatsby 





Remember your GoldenEye training? 
Wooden crates explode. Use crates, 
barrels and other volatile materials 
to create makeshift bombs and 
booby traps. 


Fa 


A Distant 
Second 


~<a 






Each mission contains primary and 
secondary objectives. Secondary 

objectives (such as destroying six 
file cabinets in the first ane 
optional. 


TimeSplitter, Get 
Your Gun 





Many levels have sentry guns or 
mounted guns that you can control. 
You'll either man the gun yourself or 
use a control panel to operate the 
weapon. 
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ELIMINATION 


Choose the number of lives each player starts 
with (anywhere from one 10:30), then до to: 
town. Once you run out of lives, you're out of 
the game. The last one standing 15 the winner. 





VIRUS 


Itsahot time in the old town tonight! Virus is 
similar to Flame Tag, except you can t put out 
your own flame by passing it to others. The 
person who avoids becoming well-done is the 
winner. 





THIEF 


In Thief, each player will dropa token when 
eliminated. Find and collect the tokens to earn 
points. The player with the most pointsis the 
winner. Note that you don't have to frag an 
enemy to collect his or her token. 


LEECH 


If you're low on health, why not steal from 
others? The Leech gamelets you take health 
from your opponents each time you damage 
them. 


VAMPIRE 


The game play in Vampire is reminiscent of 
Leech, but witha couple of added twists. You 
receive health only when you exterminate an 
opponent, and your own health drops as you 
run around. It's a game for experts only. 
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TEAM DEATHMATCH 


A Team Deathmatch game functions just like a 
normal Deathmatch, except you have team- 
mates to cover your back. Players. can com- 
pete on the same team or man.up to four sepa- 
rate teams gunning for glory. 





BAGTAG 


In Bagtag, each player is trying to locate a red 
bag. The longer you hang on to the bag, the 
more points you get. The player with the most 
points at the endis the winner. Рога true chal- 
lenge, try Bagtag with the radar turned off. 







FLAME TAG 


In Flame Tag, the.idea is NOT to be lit on fire 
(good advice all around). If you happen to burst 
into flames, touch another player and pass the 
flame to him or her. The flame won't hurt you, 
but you'll lose points while you're burning. 





REGENERATION 


Regenerationis very similar to Deathmatch. 
The only difference, andit's a big one, is that all 
characters regain health as they play. It's a 
good starting place for FPS newcomers and 
players who dont like to expire. 


GLADIATOR 


Are you not entertained?! One player will 
become the Gladiator and receive increased 
shields. If you eliminate the Gladiator, his or her 
power will move on-to someone else. 


SHRINK 


The bigger they are, the harder they-fall— 
unless they shrink! In Shrink, your character 
will decrease in size each time he or she is 
destroyed. Shrinking gives the player an advan- 
tage—tiny players are hard to see and hit. 


MONKEY ASSISTANT 


The player in last place receives a helper mon- 
key. But unlike normal helper monkeys, yours 
will run around with a shotgun eliminating your 
enemies. As soon as a player moves out of last 
place, the monkey will switch allegiances. 


nintendopower.com 







п There's a grenade launcher waiting for you underneath the 
staircase. Grab it, run up the stairs to the balcony that 
overlooks the hospital below and fire away. 


This balcony is a good place to snipe your opponents, and 
it's right next to a power-up as well. If you get cornered, 
jump down one level and grab the dual Tommy Guns. 


Thisis another great sniping point, as you overlook a large, 
open room that contains body armor. When your friends 
try to grab the armor, give them a long-distance surprise. 


There's no better place to stash a grenade launcher than a 
dingy bathroom. After you grab the launcher, run around 

the corner and claim the Shrink power-up. 

MAP KEY 

“St SLOT 1(Luger x2) 

52 SLOT 2 (Shotgun) 

183 SLOT 3 (Tommy Gun) - 

184 SLOT 4 (Grenade Launcher) г 

185 SLOT 5 (Tommy Gun x2) 





- also a couple of lar 
unless you need t 


я The Red Bag spawns here, so it's а good place for an ambush. Hide in the adobe 
huts and shoot out the window, or climb оп a nearby rooftop and wait for your 
enemies to come to you. 


The courtyard contains a fountain that could save your life. If you are set on fire, 
run to the fountain and dive in. If you set others on fire, you know where they are 
going—so head for the fountain and ambush your flaming foes. 


In between the pistol and the shotgun, you'll find a small courtyard with four clay 
pots. Get on the second floor above the yard and wait for enemies to run through, 
then shoot them or, better yet, launch a few grenades in their direction. 


The basement is a maze of tight, twisting corridors—perfect for close-range 
weapons like the flamethrower and shotgun. Don’t use a homing launcher down 
there unless you want to make a big mess. You can find body armor as well. 


“$1 SLOT 1(Lugar Pistol x2) 
52 SLOT 2 (Shotgun) 


53 SLOT 3 (Plasma Rifle) 
184 SLOT 4 (Flamethrower) 
185 SLOT 5 (Homing Launcher) 
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п The storage area of the Hangar is a great place toseta = 
trap. You will be surrounded by boxes—so you I have 
cover—and there are four weapon spawn points in theroom. 


p Watch out for the crane! Though it won't crush you, incom: - 
ing cargo can knock you aside and ruin a shot. Don't ѕрепа — 
too long here, as youcan be sniped from above. 5 


H This is a great zone—it's out of the way and asly defensi- 
ble. If you have a teammate, one of уой сап stay here апа - 
pick off enemies while the other-activates more zones: 


Thereare three Speed power-ups located atthe far endof : 
the Hangar. If you want to grab them, pick ир some body 
armor on the way—it's located underneath the airplane. 





181 SLOT 1(Silenced Pistol) 
182 SLOT 2 (Soviet $47) 
‘$3 SLOT 3 (Tactical 12 Gauge) 
184 SLOT 4 (Lasergun) 

185 SLOT 5 (Rocket Launcher) 















The Red Base is locatedin а control - 
room that also contains control pan- 
els for two sentry guns. Don't get too 
involved with the guns, огап епету. 
might sneak up behind you. 


If you are set on fire, head for the 

= water. Grab the Speed power-up as 
you гип so you can reach the pond quick-- 
ly. Once you're doused, collect the near- 
by Flamethrower. 


The body armor on top of the ledge is- 

tempting, but don't dally in getting it. 
Sentry guns will make short work of you 
if you spend any time at all in the open: 


7 The Blue Baseis also located inside а IST SLOT 1(Tactical 12 gauge) 183 SLOT 3 (Minigun) 
fon on eni tensile 182 SLOT 2 (Sniper Rifle) 184 SLOT 4 (Flamethrower) 
the first—but leave one man on the ELM a 


ground floor to slow enemy progress. 
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Tiles are the building blocks of the rooms and corridors that make up 
your level. Use the Control Stick to move the on-screen cursor and 


select the tiles, then drop them with the A Button. When placing a tile, 
keep an eye on where the doors and/or exit points (marked with red 


lines) are. If you need to rotate a tile, press the X Button. 


n ` 
ooon 


1 г ш" 





Start out by placing your big 
boys—rooms and large open 
areas—then build the con- 
necting corridors. 


Virtual, Victorian, Industrial 
and Alien. Choose between 






Next, it’s time to place some items. Items include everything 
from weapons and power-ups to spawning points and 
entrances/exits. Add a couple of crates for cover and a gun 
placement or two—then you'll be ready to rumble. 










There are five tile sets: Gothic, Give yourself plenty of room 
to move. If there's only one 
path through the level, the 
themin the Map Setting menu. action will bog down. 






Once you've got your maps basic structure 
down, press Start and go into Map Preview 
Mode. Take a walk around your new creation 
sans enemies to make sure that all the points 
connect and the rooms are accessible. 





Once you're sure the struc- 
important when building a tureis workable, leave the 
multistory map. It's easy їо preview and start adding the 
misplace stairs. details. 


The preview is especially 


Lighting does more than just create a mood—it can have 
large effects on game play as well. Choose from a large palette 
of colors, then decide if you want the light steady, flickering 
or pulsating. Each tile has predetermined lighting positions. 
































If you want to create a map that you can use for specialized missions, 
such as Capture the Bag, you'll need to spend more time on item place- 
ment to avoid game play glitches. For example, you don't want the bag to 
spawnright next to a player's starting point. 


You must access the Advance MapMaker Mode to use some 
options, including Story Enemies. To access Advance Mode, 
press the Start Button and go into Editor Setting. You can 
toggle between Beginner and Advanced at will. 








You can set enemies to run amok, patrol a certain area or stay put. Using 
Story Enemies also gives you the option to insert mission objectives 
that pertain directly to that character. You must use the Game Logic 
Primer to tinker with mission objectives. 


You canuse lighting in alot of fun ways. For example, start players off in 
along hallway with bright lights that gradually grow dim, start to flicker 
and then cut out entirely. In the above shots, we've stayed with a basic 
lighting scheme for easy Deathmatch fun. 







The Game Logic Primer functions almost like a programming 
language. It’s complicated at first but only because it offers 
you almost unlimited options. To get the hang of it, try creat- 
ing a Story Mode mission objective your first time through. 












Your first duty is to select a Trigger. Triggers are events or objectives 
that further the story. A Trigger can be anything from sneaking around a 
patrolling guard to collecting a bag of cash. You сап link Triggers together 
to create multiple objectives. 
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In the first mission, you break glass with 
Soviet S47 grenades. The second mission 
has you breaking glass with just a brick. In 
the third, you must destroy all the 
stained- glass windows of Notre Dame 
Cathedral with a Grenade Launcher. 


| BANANA CHOMP 


If you ever wanted to be a monkey, Banana 
Chompis your chance: You must collect 
bananas in all three missions. The first 
mission involves just you and the fruit, the 
second adds zombies and the third lights 
you on fire. Run, monkey, run! 


TIMESPLITTERS 
CLASSIC 


Three classic TimeSplitters areas make a 
return appearance in Classic Mode. In 
each case, you must run into an area, grab 
anitem and return to a set point within a 
short period of time. 


MONKEYING 
AROUND 


Perhaps the oddest challenge of them all, 
Monkeying Around lets you practice skeet 
Shooting with the same monkeys that 
have been chasing you with flamethrow- 
ers. You'll also have to snipe watermelons 
that the monkeys are carrying. 


] INFILTRATION 


All three Infiltration missions require 
stealth and secrecy. You'll begin each one 
with 1,000 Stealth Points. Each time an 
enemy spots you, your points will drop. If 
they fall to zero, the mission is a failure. 
Infiltration missions take place in Siberia, 
Chicago and Tokyo. 


CUT-OUT 
SHOOT-UP 


Cardboard desperados have come to 
town, and you need to clean them out. It 
works much like a police shooting range: 
Some cut-outs are criminals, while others 
are civilians. You'll fight in the Wild West 
and Chicago. 


BEHEAD THE 


| UNDEAD 


Wave after wave of undead zombies are 
headed your way, and you need to sepa- 
rate their heads from their bodies. The 
first and second missions are straight sur- 
vival shooters, but the third throws flam- 
ing zombies into the mix. 





Not only is TimeSplitters 2 one of 
the deepest games available on 


the Nintendo GameCube, it's also. 
a total blast to play. Stay tuned for 
additional coverage next month, 
when we'll lead you through the 
games tricky Story Mode. 
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5600ВҮ-000 





The gang is missing. Help Scooby find them before he gets dL 





Featuring the Scooby-Doo cartoon 
voice actors and special guests. 


comic mischief HEAVY 
ON 
TUDIOS 





© 


12 huge levels based on the 
original Scooby-Doo cartoons. 


a PlayStation.2 


Encounter 20 classic 
Scooby-Doo villains. 


AD / 72/7 JU 


We www.thq.com 








Hurtling into what some TV viewers considered the cartoon wasteland of the 1980s, 
Robotech made history in 1985 by setting up shop at the opposite end of the cartoon 
spectrum from the ubiquitous Smurfs. It didn’t wrap up things in one episode—the 
plot sprawled. over 85 of them. It wasn't lighthearted fare—characters, cities and 
even entire civilizations were frequently obliterated. And its main attraction wasn't 
cute and teensy—Veritechs, mechs at the heart of the action, commanded attention 
nearly every episode. All in all, Robotech was—for one huge year—a Japanese ani- 
mation import that struck viewers as the coolest cartoon alternative around.Some 

anime addicts credit Robotech for transforming U.S. animation tastes for- 
| ever and clearing the way for future phenomena like Dragon Ball Z. 



























Robotech superfans have always been one of the loudest contin- 
gents at sci-fi conventions. Now that TDK Mediactive is resurrect- 
ing Robotech on the Nintendo GameCube, fans have serious cause 
to shout. The release coincides with a Robotech resurgence, with 
comics, novels and trading cards on the way and a new series slated 
to start in 2004. Though the original was just as much of a soap opera as a 
cosmic apocalypse story (When would ace pilot Rick Hunter stop chasing coy 
songstress Minmei and realize his love for first officer Lisa Hayes?), Robotech: 
BattleCry focuses on every fan's true desire—to climb into а Veritech's cockpit 
and take on the Zentraedi, Robotech's galactic aggressors. Veritechs have three 
battle transformation modes, so game play travels from orbit to earth and every- 

where in-between as it pits players against Zentraedi foes. 
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Build with “Bricks” 


More Classic Arcade Action 
The Project FUN Game Factory’s latest 
game offers a lesson on collision detec- 
tion and advanced actor animation. 
Break the Bricks is a paddle-and-ball 
exercise, like FUN Ping Pong, only the 
paddle moves horizontally at the bottom 
of the screen and the ball makes objects 
(bricks) transform, or disappear on con- 
tact. The goal of the game is to clear away 
all of the bricks on the screen. If you 
miss the ball with the paddle three 
times, your game is over. It's easy to 
create and fun to play. 


ГЕГГЕГЕТТІТІТТІТТТІ! 
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Animated Action 
The Break the Bricks project includes multiframe 
animations and multiple animations for an actor. 
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Beginner Sessions 

The first series of Break the % 
Bricks sessions teaches you i 
the basics and leaves you i 
with a full-on working game. 
You'll begin by establishing a 
background and adding an 
animated ball and an ani- 
mated paddle. Next, you'll 
create a brick and make it 
change states when it col- 
lides with the ball. It'll start 
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as a solid brick, then show Beginner Bricks 


damage and finally turn into 
a spinning coin that disap- 
pears. After you have one brick that 
behaves the way you want it to, you’ 
ate a field of bricks using the sprite's Cre- 
ate Group feature. Then you'll add a 
three-ball limit, a score and a speed- 
cap 


cre- 


increasing play mechanic, and you’ 
it off by adding sound effects. 


Advanced/Expert Sessions 
Future Break the Bricks sessions wi 





new scoring features, new objects 
new shapes and actions for the 
among other improvements. Keep check- 





After you complete the Beginner sessions, you'll have a working 
game, complete with а ball limit and a score. 


ing the What's New section of the Project 
FUN website for news about the project's 
Advanced and Expert sessions. 


Bells & Whistles 

This months Bells & Whistles section 
builds on the Beginner sessions. After 
you complete the first set of sessions, fol- 
low the Bells & Whistles steps to add new 
game features. When you're done creat- 
ing the first feature, the bricks will turn 
into coins that fall to the bottom of the 
screen. If you pick up the falling coins 
while keeping the ball alive, 
you'l 





earn bonus points. 


The FUN Continues 
Thus far, the DigiPen’s 
Project FUN game projects 
have been arcade-style 
games, but many Project 
FUN members are making 
their own games, includ- 
ing RPGs and card games. 
The sky’s the limit. 
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Code Wizard Shortcut 

As you follow the steps to create Break the 
Bricks, you can use the Code Wizard to 
input large sections of programming code. 
Click on the magic wand icon to bring up 
the Code Wizard interface, then select the 
appropriate piece of code from the Custom 
List. The session steps note the name of 
each code entry. When you use the Code 
Wizard, it still pays to read the code care- 
fully and to understand its function within 
the game. The more you understand, the 
more you can improvise and innovate with 
your own ideas. 


Taking Actions 

The Break the Bricks project has you plac- 
ing code in both the Initial Actions and 
Actions areas of some state machine states. 
The difference between the two is that Ini- 
tial Actions take effect only once, immedi- 
ately after the state machine switches to the 
state, and Actions are executed every frame 
the state machine is in the state. The Ball 
state machines play state has an Initial 
Action that sets a random vector angle for 
the ball and puts it into play. The states 
Actions add to the speed of the ball every 
frame, as long as the speed is less than 15 
pixels per frame. 


Play through a Preview 

One of the features that gives the Break the 
Bricks game a lot of life is the actor anima- 
tion. Nearly every actor in the game has 


multiple frames of animation. You can 
change the animation by adding or remov- 
ing frames, or by altering the frame rate. 
After you've made changes to the anima- 
tion set, click the Play button to bring up 
the Play Animation window. Start the ani- 
mation. It will cycle through the frames 
repeatedly, showing you exactly what the 
animation will look like in the game. 


Play Animation - BALL 





Sneak a Peek 

After you set up the frame order and frame delay 
for your animation set, press Play to watch the 
results. 


Group Rate 

It would be a lot of work to place every brick 
in the Break the Bricks game onto the play- 
ing surface individually. Once you have all 
of the properties worked out for the sprite, 
you can place several instances of the sprite 
into the game in one move. Right-click the 
sprite entry and select the Create Group 
option. The level map and tool bar will pop 
up, giving you the ability to place a cluster 


FUN With Collision | 


Reflect on Reflection 

One of the most important factors in 
making your game fun is collision. When 
you set the properties for a sprite, you can 
set it to check its collisions with the map 
and/or other sprites, as long as they have 
different Display List # values. When you 
set up the masterBall sprite in Break the 
Bricks, you will check the Reflection 
check box under the Effects tab. With 
Reflection on, the ball will bounce off 
objects that it collides with, maintaining 
the same speed and setting off in a direc- 





tion that is determined by the impact 
angle and the shapes of the colliding sur- 
faces. If Reflection is not set, the ball will 
stop in its tracks. 


Field Shape Factors 
When you set up the Collision Data for the 
map in the Break the Bricks project, you'll 
see that it doesn't make a perfect rectangle. 
The left and right walls are angled slightly 
toward the bottom of the screen and the 
top of the area is arched. The shape of the 
collision area ensures that the ball will 
bounce toward the lower-center part of the 
screen. If you want to make collisions with 
the map more unpredictable, you can make 








slight adjustments to the maps collision 
data. For example, you can remove the Col- 
lision Data segments that are currently on 
the map and use Manual Entry to input the 
following segments for a collision box with 
a jagged ceiling: 





of the selected sprites onto the screen, all at 
once. After you define the area that you 
want to fill and select the spacing, tap the 
magic wand icon to make the sprites appear. 
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One to 21in a Flash 
Set up а shape for your sprite group, specify 
spacing and press the magic wand. 


Share Your Creation 

When you right-click the Game node of 
your project tree then select the Proper- 
ties entry, you'll bring up a window 
thats full of interesting options for 
your game. Using Build Options, you 
can create a stand-alone executable 
file of your game that you can pass 
along to your friends. Check the Static 
Link, Bitmaps as Resources, and 
Sound/Music as Resources boxes then 
compile your code. An EXE file for your 
game will appear in the project folder. 


| Segment: 6, 6, 110, 1 
! Segment: 110, 1, 215, 6 H 
1 Segment: 215, 6, 320, 1 ! 
! Segment: 320, 1, 425, 6 
| Segment: 255, 6, 530, 1 { 
! Segment: 530, 1, 630, 6 ' 
| Segment: 630, 6, 639, 479 - 
| Segment: 639, 479, 1, 479 i 
| Segment: 1, 479, 6, 6 





Crazy Collision 
The ball will take unpredictable bounces if you 
make subtle changes to the collision data. 
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Bells & Whistles 


-Bricks Bonuses Ž 


There is no limit to the features that you x xdi 


can add to make Break the Bricks more 91 01 01 
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exciting to play. Some major additions 
require very little work to implement. 
Our Bells & Whistles section covers a few 
quick changes that have a big impact on 
game play. After you add the features, 
think of some more changes that you can 
make on your own. A lot of the fun in 
Project FUN comes in thinking up new 
possibilities for your projects. 


Drop and Collect 


-Coin Collection — Қ (0 


Step 1 —Add Coin Collision 

In Break the Bricks, the result of a brick explosion is a coin that 
animates in place, then disappears. Our Bells & Whistles fea- 
ture makes the coin into an interactable object. The first step is 
to give it collision data. Open the BRICK actor's EXPLODE ani- 
mation set and highlight the first frame. Click on the Collision 
Ш Data box, choose manual entry and enter the following: 


1 Segment: 28, 7, 16, 2 : 
1 Segment: 16, 2, 4, 7 ' 
! Segment: 4, 7, 16, 12 
1 Segment: 16, 12, 28, 7 ! 


Save your changes and click the Apply to All box to make the 
collision data affect all frames of the animation set. 


Step 2—Make the Coin Drop 

The next step is to make the coin fall. Open the Brick state 
machine and double-click on the explode state. Change the 
name of the state to “fall,” then add the following code to the 
existing code under the state's Initial Actions: 

| This->VectorDirection(0,1) i 
1 This->Speed(4); і 
Next, delete the code under the states Action tab. You'll destroy 
the “brick” sprite and decrease the number of bricks remaining 
elsewhere. 
























Change the name of the 
Ке Ыы explode state to “fall” 
Commen | and add code that will 
Edge Cole, | I _ Stating Stato make the spinning coin 
- drop to the bottom of 
Г 2 the screen. 





{Use This? to address the object} Seca аара заз s psp EN 


| [this—>Anination (BRICK EXPLODE) 
TextPTR s(*score"). 

js—>Value+=100 

This->VectorDirection(0,1) 


This-»Speed(4) 
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Make the coins that break out of bricks fall, then 
challenge the player to collect them. 
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Add Dimension to Your Game 
Put a pad on the top of the playing field that 
moves in parallel with the bottom pad. 


Step 3—Make the Coin Collectible 
Once the spinning coins can drop, you've got to create a state that 
deals with a coin-pad collision and rewards the player for collect- 
ing the coin. Add a state to the Brick state machine and call it "col- 
lect." Then key in the the following code under the collect state's 
Initial Actions: 
! //Get a pointer to the "score" text 
TextPTR s("score”); 
//Add 50 to its value 
s->Value+=50; 
| //Delete the “brick” sprite 
This->DeleteFlag(true); 
| //Get a pointer to the "bricksNumber" variable 
VariablePTR bn(“bricksNumber”); 
bn->Value--; 
if(bn->Value==0) 

myGame->EndGame(); 


The instructions will add 50 points to the score and delete the 
spinning coin. To make the state occur when the coin and pad col- 
lide, create an edge from the fall state to the collect state and replace 
the code under the edges Conditions with the following: 


Adda collect state to the Brick state machine and make an edge from the 
fall state to the collect state. Then add code that affects the score and 
destroys the “brick” sprite when the fallen coin collides with the pad. 
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Step 4—Destroy Dropped Coins 

You can encourage the player to go after the ball and the falling 
coins by having the coins disappear if the ball slips past the 
pad. You should also delete coins if they pass the pad. Create a 
new state in the Brick state machine called “deleted” and key in 
the following code under the state's Initial Actions: 


! This->DeleteFlag(true); 
! //Get a pointer to the "bricksNumber" variable ! 
! VariablePTR bn("bricksNumber"]; 1 
! bn-»Value--; 
1 if(bn->Value==0) ! 
1. myGame->EndGame(); j 
Create an edge from the fall state to the deleted state and 
replace the edge’s Conditions code with: 


//Testing if there are no more balls 
//or if the coins drop off the map 
return (ISprite::Search("ball"]) 

|| (This->CollisionWithMap()); 


If the brick sprites’ Check Collision With Map properties are 
not checked already, you will have to check them. You can make 
the change quickly by restoring the group to one sprite, check- 
ing the property then recreating the group. 





Adda deleted state to the Brick state machine and create an edge from the 
fall state to the deleted state. Then add code that deletes the fallen sprite 

if the ball is no longer on the screen or if the fallen coin has dropped off the 

bottom of the map. 
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Save, compile and гип. Exploding bricks will turn into falling coins. When you 
collect the coins with the pad, they'll disappear and you'll earn 50 points. 





Step 5—Check for a Coin-Ball Collision 

After you play the game, you may notice that the ball and a 
falling coin can lock up with each other if they collide near the 
pad. One way to fix the problem is to treat a coin-ball collision 
in the same way that you treat a coin-pad collision. Open the 
edge that leads from the fall state to the collect state and replace 
the code under the Conditions tab with the following: 


return (This->CollisionWithSprite( pad”) 
|| (This->CollisionWithSprite(“ball”)); 


The coin will disappear whether it collides with the pad or the 
ball, and, either way, the player will be rewarded with 50 points. 





EE SS 
| (Use This to address the object) Shortcuts: [1] 2| 3] 4] 5] el vj 8] 9] 10] 


| |return This-»CollisionVithSprite("pad") 
| | (This-»CollisionVithSprite("ball")): 





Replace the Conditions code in the edge that points to the collect state to 
make a coin-ball collision count the same as a coin-pad collision. 


Step 6—Speed Up the Action 

The ball speeds up over time at a slow, but steady, rate. You can 
make the game more challenging by making the ball speed up 
every time it comes into contact with a brick. Open the Brick 
state machine and add the following code to the existing code in 
Initial Actions for both the broken state and the fall state: 


TextPTR bs(“ballSpeed”); 
if(bs->Value<15) 
{ 1 


1 
i 
1 
Н bs->Value+=.02; 
1 
i 
1 





This-»SpeedX(bs-» Value); 
This-»SpeedY(bs-» Value]; i 
} 1 
i 


Save, compile and run. You'll see that the action speeds up with 
every ball-brick collision. 


You can add 
difficulty to the 
game after the 
player has had 
some success. 
Speed up the 
ball after a col- 
lision between 
the ball anda 
brick. 








This—>Anination(BRICK_BROKEN) ; 
TextPTR bs(“ballSpeed™) ; 
if(bs-»ValueclS) 


bs->Valuet=.02; 
This-»SpeedX(bs-»Value); 
This->SpeedY(bs->Value) | 





Step 1—Add an Animation Set 

You can change the dynamics of the game by adding a second 
pad at the top of the screen. You'll add to the player interaction 
and make the game more challenging. The first order of busi- 
ness is to add the pad. You can use the same animation set you 
used to animate the original pad, but the new one will look 
cooler if you make a new animation set with vertically flipped 
images, so it's upside-down. Open each frame of the animation 


set in your paint program, flip the image and save it with a new 
name (padflipi, padflipa, etc.). Then create a new animation set 
for the PAD actor called FLIP. Use the new frames, set the frame 
delay to 10 for every frame and set the collision data at: 





Segment: 59, 4, 2, 4 i 
Segment: 2, 4, 4, 21 ! 
| Segment: 4, 21, 31, 19 i 
1 Segment: 31, 19, 57, 21 | 
! Segment: 57, 21, 59, 4 ! 


Apply the changes to all of the frames, then change the frame 
delay on the fourth frame to 40 and save the animation set. 


Create anew PAD 
animation set called 
FLIP using flipped 
frames for an 
upside-down pad. 
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| Step 2—Add a Pad Sprite 
| Create a sprite called "padflip" with the following properties: 


General: 
Map: master 
Display List #: 2 
Animation: 
Actor: PAD 
Initial Animation: FLIP 
Initial Frame: padflip1 
Position: 
X: 290 
Y:30 
Displacement: 
SpeedX: 6 
SpeedY: 6 
Collision: 
Precise Collision 
Check Collision with Map 
Check Collision with Sprites 


Assign the Pad state machine to the new sprite, but don't give it 
the pad function. 
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Step 3—Open up the Top 

To make the game more challenging, you can make it so that the 
player must hit the ball with the top pad or it will go out of 
bounds. Open the Ball state machine and double-click on the 
edge that connects the play state to the lost state. Then replace 


the edge’s Conditions code with the following statement: 





Step U—Regroup the Bricks 

Since there are pads at the top and bottom of the screen, the 
bricks should be in the middle. Right-click the brick group 
sprite entry and restore it to a single sprite. Then create a new 
group of 21 bricks in the center of the screen with the same 
dimensions and spacing as the first brick group that you made. 
Restore the group of 
bricks toa single brick, 
then recreate the group 


of 21 bricks in the cen- 
ter of the screen. 


Step 5—Make Coins Fall Up 

If you've implemented the first of our Bells & Whistles tips, your 
exploded bricks will turn into spinning coins that fall to the 
bottom of the screen. You can make some coins fly up to the top 


of the screen by altering the Brick state machines fall state. 
Change the following line in the state’s Initial Actions from: 


! This VectorDirection (0,1); 


if ((s->Value%100)==0) ' 
| | 
This VectorDirection (0,1); | 

} і 
else 
{ i 
This VectorDirection (0,-1); | 

1 

L 


Leave the rest of the code in the fall state exactly as it is. If the 
score has a remainder of zero after it is divided by 100, the coin 
will fall down. If the remainder is not zero, the coin will fly up. 
You can ensure that the top pad can collect coins by changing 
the Conditions code in the edge that connects the fall state with 
the collect state. Replace the existing code with: 


return (This-»CollisionWithSprite("pad") 
|| This-»CollisionWithSprite("padflip")); 


Save, compile, run and play! 
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Last issue revealed how to collect some of the Shine Sprites hidden 
in Isle Delfinos hub, Delfino Plaza. Isle Delfino contains seven 
worlds, and you must trigger key events to unlock them. Using last 
months tips, you'll have at least three Shine Sprites, and that 
magic number will give you access to the areas shown on the map 
to the right. 
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LA How to Enter Bianco Hills 

EVENT 1: COLLECT THE SHINE SPRITE AT DELFINO AIRSTRIP 
EVENT 2: DEFEAT THE POLLUTED PIRANHA PLANT 

EVENT 3: CHASE SHADOW MARIO AND RESCUE PRINCESS PEACH 
Spray the M on the statue after Shadow Mario jumps into it. 











E How to Enter Ricco Harbor 


EVENT 4: EARN THREE SHINE SPRITES 
Defeat the polluted Piranha Plant at the boathouse and spray the M. 





CTE OF VERIO ДИЛ] 


Delfino Plaza contains the entrances to the game’s seven worlds, but it also contains 
several hidden levels and Shine Sprites. Follow the tips below to boost your Shine 
Sprite total in Delfino Plaza. 





The hidden level is a giant 
pachinko game, and you must 
collect all eight Red Coins 
without going down the cen- 
tral drain. Jump on the red pad 
to launch yourself up the ball 
chute. Hover to steer. 


| € ч T Troupl 01 
When you have six Shine Sprites, xd Os The trickiest coins to collect 


the boat in the canal will set sail. are the two lowest coins in 





Jump onto the boat's canopy, then MA 4 the purple slots. Try to land on 
ride it to the tunnel. The archway "T | tI one of the blue platforms so 
contains a secret passage that you ur ui you can drop to the purple 

can enter by jumping into the coin E 4 T D| slot below. Avoid the bottom 
floating by the tunnel's ceiling. x, "ER drain or the level will reset. 
When you enter the hole in the arch, х) “ЖУ ' % 6) 


you'll warp to a hidden level. 





the бат «увы 
Uncover buried e» [E] 


treasure on the 
beach by spraying E 


] Keep an eye out e» 


for colored birds. 
If you spray a blue ЕС 


After you have 
seven Shine 
Sprites in your col- 





the sand at point - Ы one, it will turn lection, check the 
D on the map d 3 into a Blue Coin ca beach by the light- 
above. After E e м anter Several hits; Ф nouse to find a 
you've expose i e yellow bir / panicky Pianta 
the Shine Sprite = turns into а Shine who's on fire. 
picture in the Sprite. Look for it Extinguish him to 
sand, areal Shine at the castaway's win a Blue Coin. 


Sprite will appear. island. 
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Like all of the games worlds, Bianco Hills contains eight 

(| episodes. Only the first episode is available from the Ж 

© get-go. То complete an episode and unlock the nexte 

© one, you must earn the Shine Sprite hidden in the level. 
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% On the other side of the wall, 








Map Key 
1 One main map appears at the 
Piranha Plant at the end of п beginning of each world. If a tip 
the path. When the plant refers to the main map, it will have a 
opensits mouth, spray water ТТФ ТУУА PTT TRUE] 
intoit Keepsprayingwater EATE CP tel cg EA 
into its gaping mouth to 
defeat the plant and wina 2 A separate map appears for the 
and to hover over the barricade. Shine Sprite. Red Coin episodes. If a tip refers 
to the Red Coin map, it will have a 
qx 


ы number іп a red circle or the screen 
Ы 4 ТЇ бн shot will have а гей horder 


кен the Pant 








trudge through the sludge 
until you reach the slimy 






A wall divides Bianco Hills into two sec- 
tions. The Shine Sprite is on the far side 
> of the wall, and the easiest way to get 
*- to the other side is to bounce up the 

tightropes at the beginning of the level 
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*- In Episode 2, return to the area where After the roof caves in, you and Petey Piranha will tumble into the 
%, you fought the Piranha Plant and follow building, where you'll battle for a Shine Sprite. Spray water into 

t. the path uphill to the windmill. Use Petey's mouth whenever it's open. Keep spraying until he falls back- 
2 hover power to navigate around the ward, then do a Ground Pound on his belly button. Repeat the 

*- polka-dotted stalks without taking process and refill your tank by hopping onto the blobby enemies— 
|. damage. Ride the propeller to the roof. some turn into water bottles when you pounce on them. 
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1 Cube Crunch 

© The white cubes revolve around the 

» l | 2 green bridge, and they'll sweep you 
‘The pond platforms by thebridgeleadto You can’t use FLUDD in the secret orf the edge if youran into one. 

1. agrassyhillside. Hover across the plat- level, so you'll have to jump care- the brid S ESSET be x 
1 forms to the ledge, then follow the fully to navigate the floating b ПІ a Work E^ 
1. signs to the cave entrance. Hover upthe ^ blocks. Work your way across the UN ERI. | 
steep hill to enter. Inside, you'll play a blocks to reach the green bridge. Visser tpe re E ‘ 


secret 3-D platformer level. reach the Shine Sprite. 
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жа CEEE 474474: A ue à 
“ҮП? IS OF CIES TR 
е S Rocket Nozzle Power-Up 


In Episode 4, the red box will no longer 
be a hologram and you'll be able to 
open it and unpack anew nozzle. Jump 
on the box to unload the Rocket 
Nozzle, which will enable you to 

=| launch high into the air. Episode 4 chal- 
lenges you to collect eight Red Coins, 
and the Rocket Nozzle will help you 
retrieve а good chunk of change. 



















































Strap on the Rocket Nozzle, then soar up to the Follow the wall until it ends, 
top of the wall's archway. On top, you'll find Red then jump off and land on the Jump onto the 
Coin 1 adjacent rooftop, where you'll windmill's long, 
find Red Coin 4. horizontal plank. 
2 F| Follow the wall Spray the giant 


sails to make the 
plank spin. Keep 
spraying until 

] you've spun your 
way to Red Coin 7. 


as it curves b 
the bell iun In From the roof, step onto the 


the shade of the tightrope. Red Coin5 floats 
nearby arch, beneath the upper wire, so jump 
you'll find Red and bounce to collect it. After you 
Coin 2. snagit, walk to the end of the line. 





Пенанг Em i varus 
building's upper ledge, so use the you'll be able to launch your- 


n self to the Red Coin on the 
© Keep following the wall as it snakes higher to Rocket Nozzle to blast up toit. left tower's rooftop. If you're 


form the archway where Red Coin 2 was. On your using the Hover Nozzle, use the 
higher perch, you'll find the third Red Coin. left windmill and spin yourself to the 


tower. Use Side Somersaults to flip 
up to the roof. 








Squirting at the Sky 
ond? 


When Petey wakes up, he'll fly around the village area. Your spray 
has no effect when Petey is moving across the sky, so you must 
blast him when he pauses in flight. Once he’s grounded, use the 


< Same techniques you used to defeat him the first time around. 





22 (2%49” 

Performa Wall Kick off the blue wall 

or hit B after performing a Side 

Somersault to clear the wide gap and 

land on the white cube. Once you're on 

| the box, it will spin its way up to the 
next platform. Stay on the cube by 

walking as it rotates and heading for 

| the side that's flipping to the top. 







You'll take damage if you touch the pol- Ride the lily pads to the lakeside 
luted lake water, so stay dry by using Cave to enter a secret level filled 
the lily pads as boats. Stand onalilypad with flipping tiles. The blue tiles 
and spray into the lake to set sail. Avoid and orange tiles flip alternately, so 
staying оп а pad for too long. If a pad you'll be able to predict which tiles 
turns black, it's about to sink. are about to turn over. 
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The seventh episode of every 
world requires you to chase 
after Shadow Mario and 
spray him into submis- 
sion. Press theR 
Button halfway and 
holdit(don'tclickthe | 
button completely) so 
you can squirt a steady 
stream while running. 



















Squirt and Run 


When Shadow Mario flees from 
you, he'll stay within the boxed-off 
area shown on the map above. 
Remain in the village portion of 
Bianco Hills to stay on Shadow 
Mario's tail. If you hit him with 
water, he'll turn red. Keep dousing 
him until he falls down and surren- 
ders a Shine Sprite. 


29% 3,5-2 9 
















In Episode 8, you must collect the eight 
Red Coins hidden around the lake. Start your 
Red Coin roundup in the treetops where the 
blue enemies live. Spray them from afar to stun 
them, then jump on them to defeat them. 


From Red Coin 4, 
follow the tightrope 
M! to the platform, 
then walk across 
the next tightrope 
toreach Red Coin 5. 
Red sparks slide 
across the line, so 
be sure to jump over 


Q Hover from the treetops to the tall platform to col- 
lect Red Coin 1. Jump and hover across the lake to reach 
the platforms where the RNis. Don't get it though. 


Set sail on a lily pad to retrieve Red Coin 2. It floats 
high above the lake, so sail under it then perform a 
Side Somersault to snag the coin. 

















Cross the row of plat- them to avoid get- 
forms located under ting zapped. 
the bridge. After you 
pocket Red Coin 3, Jump off the plat- 
which floats above form and hover to 
one of the tightropes, the higher platform 
head to the steep nearby. Cross the 
bank leading to the {) wire to reach Red 

Hillside Cave. Coin 6. Cross the 
4 rope to reach 

| another platform. 





Follow the steep 
bank to the tall 
platform. Get on 
top and cross the 
rope and jump to 
Red Coin 4. 
Bounce on the 

| tightrope to catch 
air 50 you can 
snatch the coin. 





After you grab Red Coin 6, follow the tightrope to the 
next platform and rope. An electrical spark and a wind 
enemy will threaten to knock you off balance as you 


then backtrack to the platform that you landed on to 
reach Red Coin 6. By retracing your steps, you'll be able 
to avoid an enemy lurking on one of the platforms. 





CL е UNT OU Peat ee et еже 744747 
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cross the tightrope, so be ready to jump. Grab Red Coin 7, 
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Standon the platform that leads to 
where Red Coin 6 was, then per- 
form a Side Somersault and hover 
to the higher platform near the 
windmill path. The platform's 
tightrope leads to Red Coin 8. If you 
don't make the jump, rocket onto 
the wire from the windmill path. 
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As soon as you have three Shine Sprites, the boathouse in the 
west side of Delfino Plaza will be replaced with goo. Spray away 
the mess to uncover the entrance to Delfino’ port city. 





At the far end of the waterfront, 

press and hold B to pull the tenta- 
cle and awaken Gooper. Spray his 
eyes so they turn red, then 


Your goal is to reach the giant squid, 
Gooper Blooper, who lurks near point G 
on the map to the right. Reach Gooper by 
jumping onto the ships smokestack at 
point A. Bust out a Side Somersault and 
hover to the girder overhead. Follow the 
catwalk to the waterfront village. 


cles. When his arms are flat- 
tened, yank his cork until it snaps. 


Surfing Shortcut Д2 


Start off Episode 2 by walking across 
the logs to the wooden dock. Jump onto 
the back of one of the docked Blooper 
squids to hitch a ride, then follow the 
yellow coin path to a passageway. 


M THEICAGEDISHINEISPRITE 


On the Hook 


Jump off the ship's smokestack to 
the girder, then hop on the red-and- 
white striped hook that slides to 
and from the catwalk. Ride the 
hook so your back is to the chain- 
link panel then jump to the panel. 





Flip through the chain-link gate, 
then jump to the next chain-link 
panel. After you flip through the 
panel's gate, follow the catwalks 
to the white trampoline pad. 


LG GL OD GG 
















Ground-Pound his slamming tenta- 

























Inside the passageway, you 
must Blooper-surf around 
the track in under 45 seconds 
to win a Shine Sprite. The 
purple squid is the fastest, 
and the green one is the 
slowest. For a shortcut, 
press A while in the water to 
jump over the barricade. 









Spring in Your Step 
The trampolines will spring you into the air 
when you land on them, so use them to 
bounce up to the higher platforms. Along the 
way, wind enemies will try to blow you off 
course. After a wind enemy stops circling 
you, it will charge at you, so be ready to jump. 
Breeze past the wind enemies and bounce 
into the yellow cage to claim the Shine Sprite. 
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Use the Rocket Nozzle to enter the top Тһе secret level inside Ricco Tower 


of Ricco Tower. To find the Rocket features spinning blocks. As you 
Nozzle, take the underground tunnel to run across the length of each 

the first rooftop exit. Perform a Side block, head toward the side that's 
Somersault and hover across the flipping toward you so you'll 
rooftops to reach the special nozzle. always be ona flat surface. 





ey COOLER поени 


to the helipad and he wants a 
А rematch. To confront him, ride 
the girders carried by the 
cranes to the orange platform 
by the submarine. If you talk 
to the Pianta on the platform, 
he'll toss you to the helipad. 
You can also cross the logjam 
and rocket to 

ГЕ the helipad. 























n Episode 6, you must Blooper- surf to collect the eight Red Coins in the harbor. 
Ground-Pound the red button on the dock to summon the coins and start the two- 
minute countdown. Ride the green Blooper since it's slower and more maneuverable. 


The path of Yellow Coins will lead 


you to the Red Coins. Follow the Е " латын Red Coin 6 floats 
path to Red Coin 1. 4 : higher above the 
water than the 


| other coins. As 
| m approach 
the yellow sub- 
marine,hitAto On the Miss 


jump so you can 


Gently veer to the left to surf 
into Red Coin 2, which floats to 
the right of a buoy. 


© Swerve between the scaffolding 





and the boat to snag Red Coin 3. | reach the coin. 
Follow the trail of coins as it Swerve around the sub, then go under the orange 
snakes under the helipad, where perom that's directly beneath the yellow cage. 
you'll find Red Coin 4. Inder the platform, you'll find Red Coin 7. 


To snag Red Coin 5, follow the coin © Squeeze between the two boats to grab the 
path as it curves around the final Red Coin. After the Shine Sprite appears, be 
tower platforms. ready to steer clear of obstacles. 
г84%%%4%%444%) HARES 
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Shifting Gears 


When you're on the spinning gears, 
maintain your balance by running 
against the gear's rotation (as if you 
were running on a treadmill). Always 
run to a level surface to avoid sliding 
off the gears, and jump to the next 
gear whenit spins your way. 


Armed and Dangerous 





On the helipad, use the same tech- 
niques you used to defeat Gooper 
Blooper in Episode 1. The squid will 
spin in circles this time around, so 
be ready to jump over his arms. 
Spray his eyes, stomp his tenta- 
cles, then snap his cork to turn the 
squid into bait. 














To claim the Shine 
dock. Line yourself up 
with the Shine Sprite 
just as you reach the 


Jump, you'll be able to 
skid into the prize. 
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Sprite, you must jump 
your Blooper onto the 


on the dock, then jump 


pier. With a well-timed 
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Shadow Mario will flee to the catwalks, so use 
the ships smokestack to get to the upper reaches 
of Ricco Harbor. Carefully navigate the narrow 
pathways as you chase and spray Shadow Mario. 
He'll run laps around the catwalks until you've 
sprayed him silly, so he'll be waiting for you on the 
high-up walkways if you fall off. 
















Before you can complete Episode 8, you must first play through Episode 4 of 
Pinna Park to trigger the Yoshi event in Delfino Plaza. After you've unlocked 
Yoshi, an egg will appear in Episode 8 at the waterfront market. The egg wants a 
durian, so pound the tops of the fruit vats until one of the spiky fruits pops out. 


Hatching Yoshi Purple Yoshi Pink Yoshi 


The durian is too j У | , Jump and flutter to the 
prickly for you to ^ £ Ё dila cliffside ledge. Spray 
kup, so you must А ў / р the palm tree so а green 
kick or spray it to | nts Ў F coconut falls down, 
get the fruit to the 1 INS Mort. f 2 4 then feed it to Yoshi. 
egg. When you i e The coconut will trans- 
deliver the durian, : i Б form your purple Yoshi 
Yoshi will hatch. а jd into a pink one. Pink 
7 Yoshi juice will trans- 
form Cheep Cheeps into 
д ~ platforms that float ver- 
Hop on Yoshi and ride him to the i 4| tically. Use one of the 
leaping Cheep Cheep fish. Press pink platforms to reach 
R to squirt Yoshi juice, which ` ИУ the tower with the 
will transform the fishinto plat- РӘ! БА caged Shine Sprite. 
forms. Jump on a platform and р Squirt Yoshi juice to dis- 
ride it to the first tower. i Қа solve the yellow shield 


on the cage. a 


Super Mario Sunshine definitely offers fun in the sun, but it’s no vacation. Finding 
all 120 Shine Sprites is a tough task, and Mario isn't halfway through his adventure. 
After tidying up Bianco Hills and Ricco Harbor, Mario still has five worlds to explore, 
including an amusement park and a haunted hotel. Keep on cleaning, because Shadow 
Mario is far from being washed up and Mario's good name is far from being cleared. e 
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CHESS eret 


TO SURVIVE, YOU MUST TO SAVE HUMANKIND, YOU 
GE INTO A WARRIOR. MUST CHANGE IN 
: = = 


CHAN 


TO A HERO. 
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CHANGE OR DIE. 








PlayStation.? 








BATMAN: VENGEANCE GCN 


FREEKSTYLE GCN 
ICE AGE GBA 


MLB SLUGFEST 20-03 GCN 
MONSTER FORCE GBA 





FREEKSTYLE 
UNLOCK CHARACTERS—PAGE 96 


CLASS FED - INFORMATION 


CODES THAT WORK. STRATEGIES THAT HELP. INFORMATION THAT YOU CAN USE. 


ETERNAL DARKNESS: SANITY’S REQUIEM GCN 


JEREMY MCGRATH SUPERCROSS WORLD GCN 
THE LEGEND OF ZELDA: ORACLE OF AGES GBC 
THE LEGEND OF ZELDA: ORACLE OF SEASONS GBC 





MX SUPERFLY GCN 

NBA 2К2 GCN 

PIKMIN GCN 

REDCARD 20-03 GCN 

THE SCORPION KING: SWORD OF OSIRIS GBA 
THE SIMPSONS: ROAD RAGE GCN 

SUPER SMASH BROS. MELEE GCN 
WOLFENSTEIN 3D GBA 





Y SHOWTIME SPECTACULAR 


IMPROVE YOUR SPEED AND STUNT PERFORMANCE INSTANTLY. 

Jeremy “Showtime” McGrath and his fellow riders scream 
out of the gate at turbo speed and fly over the widest gaps 
with ease when you use a trio of helpful codes. Just for kicks, 
you can shrink all bikers and make their heads grow, too. 
Press the Start Button on the title screen to get to the main 
menu, then use the Control Pad or Control Stick and the 
Controller buttons to enter the codes listed below. You may 
have to enter a code repeatedly to make it work. A text mes- 
sage will confirm successful code entry. The size-changing 
codes are novelties that don't have a big impact on game 
play, but the performance-enhancing codes could give you 
the push that you need to earn an armful of trophies and 
finish way ahead of the competition. We'll discuss the bene- 
fits of each power-giving code elsewhere on the page. 


RESULT 

UNLIMITED TURBO POWER 
LIGHT BIKES, BIG JUMPS 
EXTRA BOUNCY SUSPENSION 
BIKERS WITH BIG HEADS 
SHRUNKEN BIKERS 


CODE 

DOWN, DOWN, DOWN, L, R, Z 
LEFT, RIGHT, UP, DOWN, В, B, B 
UP UP Y, Y, X. X 

B, X, R, L, RIGHT 

L, Z, LEFT, RIGHT, B, B 





At the main menu, enter any of the codes and look for a text message, 
which confirms that you've entered the code correctly. 
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CODES 
SUPER SPEED 


The unlimited turbo boost code allows you to dart out 
ahead of the competition in races and get big air off ramps 
in freestyle events. Press and hold the A and Z Buttons as 
soon as the race begins. You will be able to clear the hole 
shot challenges with ease and complete laps in record times. 








Hit the accelerator and the turbo boost right out of the gate. You'll get 
the hole shot every time. 


HIGH JUMPS AND HAPPY LANDINGS 


The code that makes your bike lighter will give you the air time 
you need to clear big gaps and perform huge trick combos. Just 
make sure that you don't fly over the gates. The bouncy suspen- 
sion code will make hard landings much softer. 


2 


Stunt combor completed] 


You'll become an air specialist with the light bike and bouncy suspension 
codes, and clear the trick combo challenges easily. 
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MLB SLUGFEST 20-03 SUPER SMASH BROS. MELEE GCN 


CODEFEST 20-03 CODES SYSTEM SWITCH TIP 


MLB Slugfest 20-03 uses a code-entry system that is similar to | If you've collected enough trophies in Super Smash Bros. Melee, 
that of its football cousin, NFL Blitz. After you choose sides and you'll be able to pull back in the trophy room to see a variety of 
press Start, you'll be able to change the icons at the bottom of the Nintendo game systems on the shelves, including the original 
screen by pressing B, A and X. Hit the buttons the number of NES and the Super NES. Change the language selection in the 
times shown below and finish by pressing the Control Stick in | Options menu from English to Japanese. When you take a look 


the direction indicated to trigger each code. at your trophy collection, you'll see that the NES systems have 
been replaced with their Japanese equivalents, the Famicom and 

4 4 4 DOWN UNLIMITED TURBO Super Famicom. The Japanese trophy room also features the Vir- 

0 3 0 LEFT MAX POWER tual Boy system, but it's missing from the English version. 

0 0 4 RIGHT WHIFFLE BAT П 

2 4 2 DOWN 16’ SOFTBALL 

2 2 2 RIGHT TEAM TODD MCFARLANE 

З 2053 


UP 


A TODAY'S-MATCH-UP- = 











The trophy room displays a full When you switch the language, 





selection of Nintendo systems. some systems switch, too. 
TROPHY TRICKS CODES 





While your game is loading, press B, B, B, A, A, A, X, X, X and Up to turn the 


baseball stadium into a Roman Coliseum. ; 
A large trophy collection can look cluttered. If you want to see 





REDCARD 20-03 your trophies in a new arrangement, you can trigger a reposi- 
tioning with a key combination. Highlight the Collection entry 
UNLOCK EVERYTHING CODE in the Trophies menu, hold the L Button and press A. Your tro- 


phies will appear in a rectangle pattern. Ifyou hold X and press 
Over the course of a World Conquest, you'll take on a handful of | A, they'll appear in an oval. Hold Y and press A for a triangle. 
fantasy teams, such as the Dolphins. They become available as 5 





playable teams after you defeat them. By saving a profile on a Nin- Теге 


tendo GameCube Memory Card, under the name ВІСТАМК, you 
can unlock all of the teams and their stadiums, along with the 
ultra-challenging Finals Mode. Load the profile and play. 


М 
€ Gallory 2: 


ottery 


Collection 


(View your @ntiro trophy collection, 


X LOAD-PROFILE. 


Press and hold the Y Button after you highlight the Collection entry, then 
press A. You'll unearth a trophy pyramid. 


© 
Фет 


CODE СОР: 

By using BIGTANK as the пате of your player profile, you can unlock every 

mode and every unusual team in the game at once. SUPER SMASH BROS. MELE 
w RUNAWAY RUMOR 


What started as an April Fool's joke with fake photos in a differ- 

ent magazine has become a Nintendo GameCube urban legend. 

Sega heroes Sonic and Tails do not appear in Super Smash Bros. 
Melee, no matter how many knockouts 
you score in the Cruel Melee battle. We 
should have nipped the rumor in the bud 
as soon as it was planted, but we 
thought it would wither away. It didn't, 
and e-mail inquiries persist. It's just not 
true. Code Cop out. 








The Dolphins are a high-speed The South American Xochicalco 
team with good heading skills. teamis high on morale. 
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FREEKSTYLE GCN 
MAD, SWEET AND OUT OF CONTROL CODES 


Normally, you've got to wait for the unlockable characters to get “in 
your face” before they turn into player-selectable riders, but four 
quick codes change that. In last months Freekstyle review, we 
revealed the COOLDUDE code that unlocks Clifford Adoptante, 
the Flyn’ Hawaiian. This month, we clue you in on the codes that 
unlock three more wild racers. Select the Enter Codes option, then 
key in any of the three codes listed below to unlock the correspon- 
ding character. If you're looking for turbo-boost speed and jump- 
ing skills, you'll want to ride with Mike Jones. If pure speed and 
landing ability will send you to the finish line, select Jessica Patter- 
son. Go with Greg Albertyn if pure speed and turbo-boost speed 
are what youre after, but don’t expect a great jumper. 





TOUGHGUY UNLOCK MAD MIKE JONES 
BLONDIE UNLOCK JESSICA PATTERSON 
GIMEGREG UNLOCK GREG “ALBEE” ALBERTYN 





TRICK зоок f) 


Successful code entry will prompt a message and make a hidden racer 
available. You can take your new biker into any Freekstyle event. 


FREEKOUT FRENZY CODE 


The blurring speed and amazing air experience that is your 12- 
second reward for earning a Freekout will last for an entire 
level when you enter a special code. Use ALLFREEK as a code, 
then enter a Single Race, a Freestyle event or a Freeride to kick 
it Freekstyle. A timer will count down for 12 seconds and when 
it expires, it will restart with another 12 seconds, repeating the 
process until you're done with the event. In a Single Race, 
you'll dart out in front of the competition and build such a big 
lead that you'll keep it, even if you wipe out. For extra speed, 
hit the turbo boost. It'll last for a full event, too. The one draw- 
back to the code is that it won't work for the Circuit. 


ALLFREEK PERPETUAL FREEKOUT IN SINGLE EVENT MODES 


Зе ee 


ENTER CODES 





Freeride events in a blur. When the timer expires, it will restart. 
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MX SUPERFLY GCN 
MX SUPERCODE 


CODE 


Ricky Carmichael may be the star rider of MX SuperFly, but the 
games namesake (Superfly) is a disco-loving, platform shoe-wearing 
rider with a purple and yellow custom bike. You can unlock Super- 
fly, Elrod the Viking, Vanilla Ice, two additional riders, eight tracks 
and eight minigames with a single code. On the main menu, key in 
the following button combination: X, Y, L+X, X, L, Z, R+Y. Every 
unlockable rider, track and minigame will become available. 


X, Y, L+X, X, L, Z, R+Y UNLOCK EVERYTHING 





EXHIBITION. Race 
FREESTYLE 
MiNi-GAME 


САЯЕЕА Mone 
TRACK EDITOR 


Options 





Enter the code on the main menu, then select the Minigames entry. If all 
minigames register as open, you've entered the code correctly. 


THE SIMPSONS: ROAD RAGE GCN 





MORE FOUR-LETTER CODES CODES 


CI readers with Road Rage have contributed three new codes to 
those we printed in Volumes 157 and 159. Highlight the Options 
menu, press and hold the L and R Buttons, then key in any of 
the four key codes listed in the table below. A chime will confirm 
successful code entry. Back out of the Options menu by press- 
ing the B Button, then select a mode and play the game. 


HOLD L+R AND PRESS Y, Y, Y, Y VERTICAL SPLIT SCREEN 
HOLD L+R AND PRESS В, В, А, A OUTLINES AROUND OBJECTS 
HOLD L+R AND PRESS Y, B, B, X 


NO MAP 


Load Game 


Controls 
Care Difficulty 


Sound Settings 
View High Seores 





Hold L+R on the Options menu and press Y, Y, Y, Y. When you go into a two- 
player game, the screen will be split vertically rather than horizontally. 





The Y, B, B, X code removes the 


around some objects. map from the game screen. 
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MONSTER FORCE GBA 


POWERFUL PAIR CODE 


Two of Dr. Percy Frankenstein's monsters wander the castle 
grounds, waiting for you to find them. You can discover and 
adopt the monsters over the course of your Monster Force 
adventure, or you can access them instantly on the Character 
Select screen with a code. Press L, R, B and Right all at once. 
Character selections for monsters Mina and Drew will pop up. 
Mina has a shocking Electric Attack, and Drew can conjure up a 
damaging Bat Attack. 


ON THE CHARACTER SELECT SCREEN, 
PRESS AND HOLD L+R+B+RIGHT 


TWO NEW CHARACTERS 





[eee сс ощ 


Mina and Drew are welcome additions to the Monster Force. Dr. Victor has 
rescued them from the grounds and given them powerful attacks. 





NBA 2K2 


DEVELOPER TEAM TRIPLE THREAT CODE 


The NBA 2K2 code entry interface is hidden away in the 
Options menu. Go to the Options/Game Play screen, press and 
hold Left on the Control Pad and Right on the Control Stick, 
then press the Start Button. Press B to switch back to the 
Options menu. You'll see a Codes entry. Select the new entry and 
press A to go to the typewriter-style code entry screen. Enter 
MEGASTARS (one word in all capital letters) as your code. A 
message will confirm successful code entry. Three new teams will 
be available in Exhibition and Street games. The NBA 2K2, Sega 
Sports and Visual Concepts teams are made up of the game's 
developers. Each team is maxed out in stats, with ratings of 100 
in offense, defense and overall basketball greatness. The NBA 
elite will be no match for your squad of 3-D artists, programmers 
and producers. 


MEGASTARS UNLOCK THREE DEVELOPER TEAMS 


Game Peny 


Пву/апв 





On the Game Play screen, press and hold Left on the Control Pad and Right 
on the Control Stick, then press the Start Button. You won't hear a confir- 
mation sound, but you will see a Codes entry when you return to the 
Options screen. 





PIKMIN 


WATER WINGS STRATEGY 





Blue Pikmin can swim. Red and Yellow Pikmin sink. If a nonswim- 
ming Pikmin wanders into water, Captain Olimar can save the crea- 
ture by rushing into the water and tossing it to the shore. Blue 
Pikmin also have a mind for safety. If any of your Pikmin are strug- 
gling in the water close to shore, you can direct Blue Pikmin into the 
water to save their troubled counterparts. A Blue Pikmin will grab a 
struggling Red or Yellow Pikmin and toss the creature to dry land. 





Blue Pikmin will grab other Pikmin that are struggling in the water and 
throw the nonswimming sprouts to shore. 


BATMAN: VENGEANCE 
IN A BIND 





CODE 


In Volume 156, we gave you a code that rewards you with unlim- 
ited Batarangs. Another code gives you a lifetime's supply of 
handcuffs. Enter the combination shown below on the main 
menu to collect all of the thug-busting cuffs that you'll ever need. 


X, Y, X, Y, LR, В, UNLIMITED HANDCUFFS 





Enter the unlimited handcuffs code on the main menu. When you start 
the game, you'll see a cuff total of 99 that will never deplete. 


í а 





TRASH CAN TIP: 
ALL-STAR BASEBALL 2008 


w CREDITS, COMMENTS 


The All-Star Baseball 2003 credits are accessible from the 
Special Features menu. By pressing Up and Down, you can cycle 
through the credit entries. If you press the A Button on some of 


the credit entries, you'll hear comments 
from or about the credited person. Of 
note are the comments from Arizona 
Diamondbacks announcer Thom 
Brennaman, who offers interesting rec- 
ollections about the Diamondbacks’ 
championship season. 
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THE LEGEND OF ZELDA: ORACLE OF AGES/ORAGLE OF SEASONS 





У AGES ADDITIONS 


EARN ITEMS IN YOUR PASSWORD-LINKED ORACLE OF AGES GAME BY RETURN- 
ING TO YOUR COMPLETED ORACLE OF SEASONS ADVENTURE. 

Finishing one of Links awesome Game Boy Color adventures earns 
you а password that allows you to play the next adventure with some 
new features and secrets. Last issue, we discussed how to earn new 
items while playing a password-linked Oracle of Seasons game. This 
issue, we'll explore a password-linked Oracle of Ages adventure. 


COUNTING ON SPIRITS 


After you complete Spirits Grave, the first dungeon in your 
password-linked Oracle of Ages game, you'll discover a stray ghost 
near Syrups Magic Potion Shop, in the northeast section of the 
graveyard. The ghost will hand over a five-character password and 
tell you to find the grave in the Oracle of Seasons graveyard that 
is not decorated with flowers. When you return to your Oracle of 
Seasons saved file, you'll find the unmarked grave in the south- 
west section of the cemetery. Dig a hole next to the grave to dis- 
cover an underground passage. You'll discover a ghost who will 
ask for the new password then challenge you to a ghost-counting 
minigame. If you win the game, the ghost will offer you a Heart 
Container and another password. Return to your Oracle of Ages 
game and give the new password to Farore, the Oracle of Secrets, 
in the Maku Tree. She'll reward you with an additional Heart 
Container for your Oracle of Ages adventure. 


Hello the 





A graveyard ghost in Oracle of Ages points you to a grave in Oracle of 
Seasons. Dig there for a minigame and a life-lengthening item. 


REBUILD YOUR SHIELD 


While exploring the northeast region of Labrynnas past, you'll 
discover a Subrosian who knows the Subrosian smithy in Ora- 
cle of Seasons. The traveler will give you a password to take to 
the smithy. Return to your saved file in Oracle of Seasons and 
clue the smithy in on your secret. He'll treat you to a shield 
upgrade and another password that you can take to Farore in 
Oracle of Ages for more shield power. 


Из] "|923! 526099994 Mers] “ral Таө905204 
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The wandering Subrosian іп Labrynna’s past will give you a password that 
you can take to the Oracle of Seasons smithy to earn a stronger shield. 
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SECRETS 
HEART HELP 


After you clear the Wing Dungeon in your password-linked Ora- 
cle of Ages game, you can follow a path to a Heart Ring La. Talk to 
the Great Fairy at the ruins of the Wing Dungeon in present-day 
Labrynna. She will point you in the direction of the Temple of 
Seasons in Oracle of Seasons. Once there, you will find the ring 
behind a waterfall. Take it to Vasu for appraisal, then talk to the 
Red Snake in Vasus shop for a password that will earn you the 
ring in Oracle of Ages. With the Heart Ring La equipped, you will 
slowly regain health after damaging encounters with enemies. 





i^ ў tal "ial s 


The Great Fairy in Oracle of Ages will send you to the Temple of Seasons 
in Oracle of Seasons, where you will uncover a helpful ring. 


BOOMERANG BLAST 


By demonstrating your Boomerang skills, you can earn a mov- 
ing, minelike Bombchu. When you explore the northeast section 
of present-day Labrynna in your password-linked Oracle of Ages 
game, you'll find a Subrosian inside one of several caves. The 
Subrosian will tell you about his homeland and give you a pass- 
word that you can take to your saved Oracle of Seasons game. 
From your experiences in Subrosia during your Oracle of Sea- 
sons adventure, you may remember a cave that was empty, save 
for a series of rocks that lined the walls. When you enter the 
game in your completed Oracle of Seasons game, you will dis- 
cover a Subrosian who will ask you for a secret. If you give him 
the password that you collected from the cavebound Subrosian 
in Oracle of Ages, he will give you a chance to play a minigame. 
The object of the game is to cut every blade of grass in the cave 
with three tosses of your Boomerang. Even though you can 
direct the movement of the Boomerang while it’s in midair, the 
minigame is quite challenging and may require several tries. 
Once you've chopped down all of the grass, the Subrosian will 
reward you with a Bombchu and a password that you can take to 
Farore in Oracle of Ages for another Bombchu. 


ә] Wiel 1as9$99o99 9d 





Enter a cave in present-day Labrynna to discover a Subrosian who will 
send you off to his homeland. Once there, you'll enter a minigame cave. 


nintendopower.com 





SWORD PLAY 
After you complete Skull Dungeon, a woman will give you a pass- 
word and a clue about the clock shop. Fire up your Oracle of Sea- 
sons Game Pak and enter Horon Village. By digging a hole behind 
the shop, you'll find a passage to the underground, where you will 
enter a sword-swinging minigame. Once you clear a wave of 
enemy creatures, you'll earn a sword upgrade and a password for 
Farore in Oracle of Ages. 






Talk to the woman outside Skull Dungeon for a clue, then go to the Horon 
Village Clock Shop's backyard and dig to a minigame cave. 


WATER RING 


A pupil of the master diver will give you a password in the south- 
west region of present-day Labrynna. Take the password to the 
master diver in the Sunken City of Oracle of Seasons. He'll chal- 
lenge you to a swimming test. When you pass the test, you'll earn 
the Swimmer's Ring for increased swimming ability. 





Talk to a pupil of the master diver in Oracle of Seasons then the diver him- 
self to take a swimming test for the Swimmer's Ring. 


ADD EXPLOSIVES 


A girl in the central section of old Labrynna will give you a pass- 
word that you can take to a pirate in Oracle of Seasons. The 
pirate, hidden away in Subrosia, will ask you to collect 777 pieces 
of ore. After you collect all of the rock, you'll earn a bomb bag that 
increases your bomb-carrying capacity. 








A girl in Labrynna's past will give you a password that you can take to a 
pirate in Subrosia to learn about an ore-collecting challenge. 


SECRETS 
SECRET TUNE 


By communicating with the music-loving Deku Scrubs, you can 
earn a new Seed Satchel with increased capacity. A scrub in the 
southwest section of Labrynnas past will give you a password 
that you can take to a scrub who is in a cave, west of the Sunken 
City in Oracle of Seasons. Your new password will complete the 
Scrubs song and cause the creature to give you the satchel. 


the 


After a discussion with a Scrub in Oracle of Ages, a different Scrub in 
Oracle of Seasons will give you a bigger seed satchel. 


MAYOR MEETING 


By passing a message between town leaders in Oracle of Ages and 
Oracle of Seasons, you can earn a bigger Ring Box. Mayor Plen's 
grandmother, in Lynna City, will give you a password that you can 
take to Mayor Ruul of Horon Village. When the mayor gets the 
message, he'll reward you with the larger Ring Box and a pass- 
word that you can take to Farore in Oracle of Ages. 





Ring 


Mayor Plen's grandmother will give you a password that you can take to 
Mayor Ruul to earn a ring carrying prize. 


BIG GORON REWARD 


There are a lot of secrets in the caves of northeast Labrynna, in the 
present day. A Goron in one of the caves will give you a password 
that you can take to the Big Goron, on Oracle of Seasonss Goron 
Mountain. If you've already given the Goron Lava Soup, he wil 
give you the Biggoron Sword in exchange for the password. 





After you enter a remote cave in the mountains of Labrynna, you'll earn a 
password that will earn you a new sword on Goron Mountain. 
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ETERNAL DARKNESS: SANITY'S REQUIEM 


ROCK COLLECTION TIP 


A dark secret lies below the cathedral at Amiens. You'll find your way 
into the cathedral’s catacombs after you discover three precious 
stones. You'll find the first stone—an emerald—by exploring the 
cell where Paul Luther is held near the beginning of his chapter. The 
second stone is a ruby. You'll find it in the chamber that is adjacent 


to the Old Tower, where you will battle Anthony and finally put him 
out of his misery. With two of the stones in hand, make your way 
down to the wine cellar and check each barrel. When you find an 
empty barrel, open its spigot to reveal a passage that leads to an 
adjoining room. You'll battle a Horror there and win a sapphire with 
your victory. Place the Sapphire and the other jewels in holes in the 
room’s pedestal to reveal the entrance to the underground. 





Knocking on this Cask results In a hollow thud. It I5 
‘empty! But why, when all the others are full of 
‘maturing wine? 


” 





Open the spigot of the empty barrel in the wine cellar for access to aroom 
that is occupied by a Horror. Defeat the beast for the sapphire, then use 
your three precious stones to open a passage to the catacombs. 


WOLFENSTEIN 3D BA 
CONQUER THE CASTLE 





CODES 


Before there was Doom, there was Wolfenstein 3D. If you 
want instant success in the GBA version of the original first- 
person shooter, you can enter any of three useful codes. Press 
the Start Button to pause the game, then press and hold the L 
and R Buttons and key in one of the codes listed below. A 
sound effect will confirm successful code entry. Release the L 
and R Buttons and press the B Button to resume play. 
You'll continue your Castle Wolfenstein quest with a code- 
enabled advantage. 


PRESS AND HOLD L AND В, THEN COMPLETE THE CURRENT 
PRESS A, B, A, А, В, B, B, A FLOOR AND ADVANCE 
PRESS AND HOLD L AND R, THEN COLLECT ALL WEAPONS, 
PRESS A, B, B, A, A, A, A, A AMMO AND KEYS 


PRESS AND HOLD L AND R, THEN 
PRESS A, A, B, A, A, A, A, A 


BECOME INVINCIBLE 





н ки - а un 


Press Start to pause the game, press and hold L and R, then press A, B, A, 
A, B, B, Band A to end the current floor and advance automatically. 
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ICE AGE GBA 
BREAK THE ICE PASSWORDS 





If you want to skip ahead to your favorite part of Manny and 
5145 adventure, enter NTTTTT as your password. You'll be able 
to start on any of the games stages, including the bonus stage 
that follows Stage 10. You can take a break from the adventure by 
entering MFKRPH as your password. The game will immediately 
skip to a selection of single-frame scenes from the game, along 
with a piece of concept art that focuses on Sid. Press the A 
Button to cycle through the shots. 


МТТТТТ 
MFKRPH 


STAGE SELECT 
ART SELECTION 


Enter Password 


аааз @Ш)| 
gamogg 


асвоое 


M [F) К) ЮР) ЇН 





Enter MFKRPH as your password to skip to still scenes and concept art 
from the Ice Age collection. 


THE SCORPION KING: SWORD OF OSIRIS GBA 
CUT TO THE CHASE 





PASSWORD 


The password system for The Scorpion King strings together 
four pictures of characters from the game. If you put the right 
pictures together, you can select from a complete list of game 
stages. The password is shown below: a helmeted character in the 
first and last slots, surrounding two pictures of Queen Isis. Place 
the pictures and press the Start Button. 




















The available stages include secret areas where you can pick up alot of 
valuable items. 


SEND YOUR CLASSIFIED INFO TO 
CLASSIFIED@NINTENDO.COM 


OR MAIL TIPS TO: NINTENDO POWER CLASSIFIED INFORMATION 
Р.0. BOX 97033 REDMOND, WA 98073-9733 
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The Scorpion King: Rise of the m intera Ж. Universal King and related characters are TM and © of Universal Studios. Licensed by Universal Studios Licensing LLLP. All rights reserved. A note to 
parents: The Scorpion King is rated PGA 79, Consul ww filmrating for more movie ratings in making viewing choices for children, "PlayStation" and the “PS” family logo are registered trademarks of Sony Computer Entertainment 
} c. TM, 8) Y Nintendo"Gam narks of Nintendo. The ratings icon is a registered trademark of the Interactive Digital Association. 
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202 
Pie 








Take control. It's so precise you'll slice and dice the defense. 









It's football to the power of 2K3. Now go rattle some cages. 





NINTENDO 
GAMECUBE. 








segasports.com 








JAREN GROB 


Step aside, Tony Hawk. Acclaim and Z-Axis 
have pushed the boundaries of the virtual 
extreme sports experience. 


Pich a Pro 


No corners were cut in developing this 
sprawling, freestyle romp—check out the 
games lineup of skaters. Ten professionals 
are on hand, each displaying a signature style 
and technique. In addition, two fictional 
female skaters and a slew of wacky, hidden 
characters are available. 












"a | bom Pr 
ҺА. “wy NEU 
MATT LINDENMOTH >, SAM FOGARTY VEN BOEKHORST 
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ҮПТЕ: 


LACE ‘EM UP 


Career 


Freeskate 
pem 


Career Mode takes you 
through seven expansive 
landscapes, each with its 
own wild obstacles and 
challenging objectives. Earn 
enough points to advance 
to the next level while 
improving your skills. 


Enter Freeskate Mode to 
practice the challenges 
you'll face in Career Mode. 
Explore every inch of the 
various locations. The first 
level is immediately acces- 
sible, but you must unlock 
later areas. 


Attempt to set records for 
the highest score and 
biggest combo as you per- 
form as many extreme 
stunts as possible in the 
allotted time. There's a sim- 
ilar option available in 
Multiplayer Mode. 


Aggressive Inline's creative 
split-screen option will 
have you and a friend trash- 
talking inno time. Hunt for 
eggs, play 21, rescue mon- 
keys or just duel in a tradi- 
tional trick-off. 


Satisfy your inner architect. 


Pick from four unlockable 
backdrops and litter the 


terrain with as many ramps, 


spines, kickers, pipes, 
bowls, wedges and rails as 
your heart desires. 











ACCEPTING YOUR MISSION 


People on the street will present you with various challenges, 
each worth a different number of points. Press X to chat with any- 
one who is marked by a spinning bubble. You can also use radios, 
kiosks and other items marked by bubbles to receive challenges. 


JUICED UP 


Keep an eye on the meter in 
the upper-left corner. If it 
empties, your game is over. 
Performing stunts and col- 
lecting juice containers will 
fill the meter, which gives you 
increased speed and power. 


SKY FOR THE PRIZE 


Juice Container Hidden Key 








y 
4: 


Green and purple juice соп- 
tainers fill up the juice 
meter, while orange con- 
tainers increase the size of 
the meter. 


On some levels, you'll be 
challenged to find a key 
that unlocks a crazy, new 
zone on another level. 





Grab the trick icon to 
expand your arsenal of 
stunts. An instructor will 
teach you how to perform 
the new trick. 


A power-up will improve 
your rating for a particular 
skill. There is one power-up 
to uncover on each level. 


PRACTICE MAKES PERFECT 


Unlike in many past extreme sports titles, you don't have the luxury of freely distributing 
your points, You must improve your attributes through practice. The more you perform a 
stunt, the easier it will become. Watch your XP points accumulate in the lower-right corner. 
Remember to grind early and grind often, because grinding is the most valuable talent. 
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avie Lot 


Ж 1. Get 100,000 Points (1 pt.) 
Ж 2, 20,000 Point Trick (1 pt.) 


Ж 2. 5 Bike Racks in One Trick (2 pts.) 
Ж 4, Skitch a Bus (1 pt.) 



















6. Get on the Guard House Pipe (2 pts.) 


8. Upper Quarter Pipe Transfer (1 pt.) 

Ж 9, Mausoleum Transfer (1 pt.) 

Ж 10. Rocket Grab Transfer Photo (1 pt.) 
11. Front Flip Transfer Photo (1 pt.) 

Ж 12. 40,000 Point Timed Run (1 pt.) 
13. 60,000 Point Timed Run (1 pt.) 
14. Grind the Boulder Chains (3 pts.) 
15. Get 500,000 Points (1 pt.) 

16. Get 1,000,000 Points (1 pt.) 


18. Grind Cable above Tree (2 pts.) 
Key found in the Boardwalk Area 


19. 5,000,000 Accumulated Points (1 pt.) 
20. Wall-Ride Chalkboard (1 pt.) 

21. 100,000 Point Trick, 3 Wall Rides (2 pts.) 
22. Get the Museum Backroom Key (1 pt.) 
23. 600,000 Point Timed Run (1 pt.) 

24. Grind the Four Small Switches (2 pts.) 
25. Grind the Large Switch (3 pts.) 


Bonus Stat: Jump 


To unlock the next level, you must obtain 
eight points from the current stage. The easi- 
est challenges are marked with asterisks— 
they'll give you a simple combination of tricks 
that will unchain the next thrilling scene. 


Special Trick: Double Flat Spin 








Build up your grind rating by 
practicing on street curbs 
and bike racks. When 
you're ready for the first big 
challenge, return to the 
Starting point and grind 
down the right rail. 


You can head up the ramp 
near the entrance to the 
sound stage and grind across 
the lights to reach the cliff. 
An easier route opens only 
after you've completed the 
60,000-point challenge. 


Challenge 17: Grin 


If you've tackled the first 
two traffic lights success- 
fully, return to the start of 
the level and skate down 
the far-left path. Use the 
wooden ramp to land on the 
ledge above. 


Challenge 7: Grind Cliff Edge 






About halfway down, leap 
onto the curvy rail hovering 


above. Keep your balance by 


delicately adjusting the 


Control Stick in accordance 


with the vertical bar over 
your head. 


bo 


If you earned access to the 
easy route, transfer onto 
the tree and grind across 
the branches, maintaining 
your balance. Prepare to 
jump across to the cliff on 
the other side. 


the Third Traffic Light 
=a түт [| 






кое; 





Leap to your left, onto the 
higher ledge, then jump to 
the right to grind the sec- 
ond traffic light. You'll need 
lots of speed and a well- 
timed jump to reach the 
second light. 





At the end of the rail, jump 
off and land on the first 
traffic light. Jump again to 
grind the next one. If you're 
ambitious, try grinding on 
the ledge of the building 
below. 





Once you reach the cliff, 
slow down and position 
yourself. Grind carefully 
around the treacherous edge 
to complete the challenge. If 
you fall, you'll have to start 
the process over. 





Grind all the way down 

the second traffic light 

and prepare to jump left to 
grind the third light. If you 
have trouble, head to 
nintendopower.com for 
more tips and video footage. 


Skate to the far end of the sound stage and find the wooden 
path that's behind the haunted mansion. Perform a wall ride 
on either side of the alley—jump from wall to wall until you 
reach a window at the top of the mansion. Bouncing up the 

» wallsis not an easy task. Prepare to be frustrated during 
your first several attempts. Too much speed can be a hin- 
drance, so don't try this stunt when your meter is full. Once 
inside, you will find a special trick, the double flat spin. 





106 | NINTENDO GAMECUBE | AGGRESSIVE INLINE nintendopower.com 


Civic Cent 


Ж 1. Get 250,000 Points (1 pt.) 
Ж 2. 35,000 Point Trick (1 pt.) 
3. Skatepark Pipe Transfers (2 pts.) 














Ж 6. 75,000 Point Timed Run (1 pt.) 

Ж 7. 110,000 Point Timed Run (2 pts.) 
8. Grind Transfer Lookback Judo Photo (2 pts.) 
9. Grind the Statue Wings (1 pt.) 
10. Transfer From Wing to Sword (1 pt.) 

Ж tt, Handplant the Gargoyle Heads (1 pt.) 


13. Grind the Hands of the Clock 
14. 40,000 Points in Bus Pipes (1 pt.) 
15. Grind the 4 Window Ledges (2 pts.) 
16. Grind the Justice Beam (2 pts.) 
17. Wall-Ride the Broken Statue (1 pt.) 
18. Grind the Fireworks Rail (3 pts.) 
19. Get 600,000 Points (1 pt.) 
Ж 20. Get 1,500,000 Points (1 pt.) 
21. Fetch the Three Parrots to the Chef (3 pts.) 
22. Returned Skates (1 pt.) 


Key found in the Museum Area 


23. Get 5,000,000 Points (1 pt.) 

24. 350,000 Point Trick (3 pts.) 

25. Jump Over Both Trains (1 pt.) 

26. Grind on the Train (1 pt.) 

27. Grind Transfer between Two Trains (1 pt.) 
28. Grind the Rail From 3rd to tst Floor (1 pt.) 
29. 5 Benches in One Trick (2 pts.) 

30. Grind an Awning (2 pts) 

31. Grind, Swing, Grind Torch Statue (2 pts.) 
32. 600,000 Point Timed Run (1 pt.) 

33. Find the Airfield Key (1 pt.) 


Bonus Stat: Speed 


er 


Challenge 4: Grind the Light Wires 
mE 1 omms = 







The light wires forma 
square in the middle of the 
Civic Center. Skate down 
the snowy ramp that's near 
the wires and grind one of 
the short walls. From there, 


you can jump onto the wires. 


From а distance, you can 
see that the two wires 
extending from the statue's 
hands lead to a pair of tiny, 
yellow ramps. The path 
behind the statue will take 
you to the ramps. 


Follow the first wire to a 
statue of a man holding а 
bowl. Grind into the bowl 
and jump onto the wire. For 
the next two wires, you'll 
need to find a ramp that 
leads to a ledge. 


Enjoy the view from above 
but don't forget to keep an 
eye on your balance meter. 
Making sharp turns along 
the wires requires massive 
amounts of concentration, 
so don't get lazy. 


Challenge | 5: Get into the an Held by Guy 


Use one of the ramps to 
launch onto the wire that 
leads to the bowl. 
Accessing a ramp is a chal- 
lenge in itself. You'll first 
have to jump onto the ledge 
that leads toward the ramp. 


Challenge 12: б the 3 Wires to the pu Ball 


Use the ramp to launch onto 
the lowest available ledge. 
Watch for a small hump 
that will allow you to reach 
a wider ledge. When the 
track meets the wall, jump 
to the next ridge. 


Special Trick: Bio 900 


If you feel like taking a risk, 
try attempting different 
grinds while up on the 
wires. More maneuvers will 
earn more points but also 
increase the odds of your 
falling to the ground. 


Once you've managed to 
grind the wire, you'll have 
to execute a perfectly 
timed jump to land inside 
the bowl. You will likely 
suffer several failures 
before succeeding. 


Grind the wall until you 
reach the wire that's con- 
nected to the ball. Repeat 
the process for the final 
wire. Once you touch all 
three wires, the challenge 
will be complete. 


In one instance, you can control the hands of 
time. Reach the clock tower, grind across the 


hands of the clock and return to the balcony 
below. You'll notice that the doors to the bal- 
cony have opened. Grind down the long wire 
that drops into the opening and collect the 
next special trick, known as the Bio 900. 





NINTENDO POWER | VOLUME 161 | 107 


Industrial 


Ж 1. Get 300,000 Points (1 pt.) 

2. 45,000 Point Trick with 3 Vaults (2 pts.) 
Ж 3, Grind 4 Robot Arms (2 pts.) 
Ж 4. 10 Grinds in a Single Trick (1 pt.) 

5. 100,000 Point Timed Run (1 pt.) 


Ж 8. Pipe Transfer Photo (1 pt.) 
* 9, Get 750,000 Pints (1 pt.) 
Ж 10. Get 2,000,000 Points (1 pt.) 
11. Grind the Last 2 Robot Arms (2 pts.) 
* 


Key found in the Cannery Area 


13. 4,000,000 Accumulated Points (1 pt.) 
14. 400,000 Point Trick (2 pts.) 
15. Grind Transfer - Bio Flip (2 pts.) 
16. Grind the Junkyard Sign (1 pt.) 
17. Grind the Test Switch (2 pts.) 
, 18. 500,000 Point Timed Run (2 pts.) 


19. Pornstar Grind Photo ( pt.) 
20. Get the Cannery Key (3 pts.) 


Bonus Stat: Grind 


Aa j 
Special Trick: Superman | 


Anew bowl will open after you flip the 
switch in challenge seven. Ride the bowl 
‘Onto the rail and grind in either direction 
until you reach a new room. Skate to the 
end of the room and zoom up the halfpipe 
to access a tiny area. Grind across several 
pipes and edges before reaching the float- 
ing head. The new trick is a Superman 
Late Flip—a stunt that all expert skaters, 
such as yourself, should know. 
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Challenge 6: Grind the High Rail 


Chat with the disoriented Grind across the piping and The final leg of the grind is 
janitor near the glass tunnel һор onto another track of a steep incline, so make 


to accept the challenge. pipes that's to your left. sure that you have enough 
Launch out of the halfpipe Keep your balance, accu- speed to climb the hill. You 
above the glass tunnel and mulating points while don't have to make it to the 
land on the tube attached switching from one style of end of the rail to complete 
to the wall. grind to another. the challenge. 


Challenge T: Flip the уи 





Return to the start of the Once again, you will grind Hop onto the ledge of the 


level and talk with the sci- the pipe until you spot window and grind to the 
entist to get the assign- another track in front of right. Continue forward, 
ment. Go back into the half- you. Transfer to the next maintaining your balance 
pipe above the glass tunnel — line of piping and keep and sustaining as much 
and grind the rail attached grinding until you see a speed as possible until you 
to the other wall. large opening. reach the switch. 


Challenge 12: Clea the Junkyard 





Your next assignment Before beginning the You'll have plenty of time to 
comes from an old comput- challenge, you'll have the acquire the necessary 

er. From the start of the opportunity to clear items points. Jump from horizon- 
level, turn around and jump away from the junkyard— tal bars to vertical grinds to 
the halfpipe to reach the which provides no real accumulate big scores ina 
balcony. Enter the door to benefit and takes points hurry. Combo jumps are also 
access the junkyard. away from your score. high in value. 


Grinding It Out 


Believe it or not, you've only scratched the surface of Aggressive Inline. You'll 
soon be grinding down roller coasters, leaping off boats, flipping over air- 
planes and crashing down skeletons. The amazing depth of the settings, vari- 
ety of characters and bevy of stunts are enough to place Aggressive Inline at 
the top of the extreme sports video game class. $* 
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Forget the trivia games. And toss the veggie platter. 
Because the-Pac-Man Fever party crew is here. 

With over 30 wild mini 

; БӘЛЕ arty hopping all night. 


that'll keep your p 
Your only problem will be 


getting everyone to go home. 
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the PlayStation2 computer entertainment system version. 





FOR THRILLS AND CHILLS THIS HALLOWEEN SEASON, NINTENDO 
POWER SNEAKS A PEAK AT SEVEN BEWITCHING@TITLES THAT ARE 
HEADED (OR BEHEADED) ТП NINTENDO GAMECUBE. 
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| Harry Potter and the Chamber of Secrets won't be out in 


| time to play on Halloween since it's being released at the 


110| 


same time as the movie in November. But every day at Hog- 
warts is like Halloween, with magic, mayhem and mystery 


|. around every corner. The first Nintendo GameCube Harry 


Potter title is likely to cast a spell over players of all ages and 


| interests. It starts with a flip-book introduction that covers 
| the warning of Dobby the house-elf, Harry’s rescue in the 
| 
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Weasley family's LS car and his accidental Floo powder | 
journey to Knockturn Alley. Game play begins with a trip to | 


Gringotts Bank, shopping in Diagon Alley and Harry’s | 


1 


return for year two at Hogwarts. During the daylight hours, | 
Harry will attend classes and learn new spells, and, at night, | 
he'll sneak about solving mysteries. Boss characters include | 
the Whomping Willow, Aragog the spider and the Basilisk. | 


EA Gamess 3-D adventure is sure to be a magical journey. 


The development team at Electronic Arts U.K. has employed some technical magic, such | 
as radiosity lighting for more realistic shadow effects, reflective environment mapping | 
for cool reflections in water and glass, and facial animation which includes lip synching. | 
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| THE EVIL ZOMBIES DO 
Player's who love a good fright know that nothing beats Cap- 
| coms Resident Evil series for horror and thrills. This fall, a 
| new beginning chapter to the haunting saga of Raccoon City 
| will unfold exclusively on Nintendo GameCube. Resident 
Evil Zero begins on a dark and stormy night in 1998, with 
| rookie cop Rebecca Chambers of the S.T.A.R.S. Bravo team 
heading toward the ill-fated town. When the team’s helicopter 
is forced to crash-land, the team splits up and heads for Rac- 
| coon City, where a series of bizarre murders has been 
reported. On the way, Rebecca discovers a train filled with 
mangled bodies and a mysterious escaped convict named 
Billy. The action starts to roll when the train begins moving. 
Suddenly, Rebecca and Billy become separated, and the 
zombified travelers return to life with a terrible hunger. 








It all begins on a train of terror, but you'll stop the train eventually and 
explore other locations—unless one of your characters is munched into 
submission by the zombies. Both characters must survive. 





| CREEPING AROUND 

| Capcom's Shinji Mikami established the survival-horror 
genre of games with the first Resident Evil title. The basic 
idea of any Resident Evil experience is that your character is 
beset by hideous creatures and you must somehow keep 
your character alive until you can extricate him or her from 
| the madness. You'll use weapons, pick up items, solve puzzles 
and step into each new room with your heart pounding from 
| the expectation of facing some new horror—usually a zom- 
bie that lurches forward, hoping to feed on your neck. What 
makes it all work is a combination of stunning cinematic 
effects, musical and 
sound cues that main- 
| tain thetension, and a 
| great balance between 
action and puzzle- 


| solving challenges. 













































PUBLISHER SCARIEST ACTIVITY 
CAPCOM ENTERING NEW 
ROOMS 








RELEASE DATE 
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Hocus Focus 
Resident Evil Zero outperforms all previous RE titles in sev- 
eral ways. The most obvious improvement is in the graphics. 
You'll see hauntingly realistic characters, settings and 
objects, which rival the finest computer-graphics effects 
from Hollywood. For instance, imagine a dining car on the 
Ecliptic Express, chandeliers gently swaying overhead as the 
train races through the night. A bottle rolls back and forth on 
a table where it has been knocked over. There's a small fire in 
the car, which casts flickering shadows against the wall. 
From the detailed textures to the lifelike animation, Resi- 
dent Evil Zero is a magnificent visual feast. It's also extremely 
violent and gory. At press time, the game had not yet been 
rated by the ESRB. But beyond the graphics, what will grip 





When Rehecca and Billy finally 
get together, players can con- 
trol both of them at once. You'll 
move the lead character with 
the Control Stick and the sec- 
ond character with the C Stick. 
If you don't manually control the 
second character, he or she 
will follow the first. 


players is the new Partner Zapping system, which allows you 
to zap back and forth between Billy and Rebecca. At times, 
the characters will find themselves separated, yet working 
together to solve a mystery. They can exchange items and | 
even work as a team, with the secondary character covering 
the lead character with fire support when needed. Thanks to 
the Partner Zapping system, Resident Evil Zero requires 

ТИТ more strategy than 
previous Resident Evil 
games. The flip side of 
the coin is that if 
either of the charac- 
ters loses his or her 
health, the game ends. 
Players must keep 
both characters alive 
at all costs. 























SCARIEST ACTIVITY 

FACING VELOCIRAP- 
TORS ARMED WITH 
ONLY A CLUB 


PUBLISHER 
ACCLAIM 


RELEASE DATE 
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THE SMELL OF FEAR 
Sometimes fear is something you can smell. But in Turok: 
Evolution, you'll fear being smelled, particularly by the zoo 
of prehistoric enemies that lurks behind every rock and bush 
of the Lost Lands. In Acclaim’s Turok: Evolution for GCN, the 
series goes back to its roots. In fact, TE is a prequel to the 
original Turok game for the N64. The story begins with 
- Tal'Set—father of the Turok clan—who finds himself 
warped to the Lost Lands after fighting his nemesis, Captain 
Tobias Bruckner. The natives of the River Village discover 
Tal’Set badly wounded, and they heal him, thinking that he is 
the promised outsider who will battle Lord Tyrannus. When 
Tal’Set leaves the village and 
begins his quest, he learns 
that Bruckner has been 
warped into the Lost Lands, Ё 
as well, and the evil Tyrannus 
has made him a general in his 
_ army of doom. 


The Lost Lands are full of life and peril. You'll have to use the С Stick to 
pan all around, looking up and down, to spot the dangers. You're just as 
likely to be chomped by a small baboon as by a raptor. 


A TUROK CLASSIC 
When the original Turok appeared, it made a splash in the 
gaming world because of its free-roaming exploration, 
graphic realism, creative arsenal of weaponry and, of course, 
cool dinosaurs. The sequels that followed added new worlds 
and enemies and graphics that were always cutting-edge. 
à Turok: Evolution may 
return to the Lost 
Lands, but it dares to 
| enter new territory 
with landscapes that 
are brimming with 
detail. In addition to 
all the animals, there 
are plants everywhere. 
| You can use stealth or 
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cunning to hunt “е. enemies. For instance, since most 
objects are interactive, you can chop down a tree so it will 
crush a foe. Acclaim Studios Austin created a new game 
engine that uses impressive enemy artificial intelligence 
(A.L) and a Squad Dynamics System that guides troops to 
make smart choices, such as taking cover, holding strategic 
locations and surrendering when there is no hope of victory. 
Tal'Set even takes to the air on the back of a giant Quetzal- 
coatlus in some stages. 


ARMED TO THE TEETH 

Tal’Set begins the game with a sort of battle-ax and a bowand | 
arrows—primitive weapons for a primitive land. Unfortu- 
nately, besides the tooth-and-claw variety of enemies, Tal’Set 
also encounters more sophisticated foes armed with projec- 
tile weapons. When you really get into it, you'll blast baddies 








The first-person action makes 
use of the Control Stick for 
moving and the C Stick for turn- 
ing. Tal'Set can jump, stoop, 
swim and activate an automatic 
aiming option. Multiple players 
can join in the action in arena 
matches. 


with the Gravity Disrupter Beam, the Swarm Bore and the 
Baby Nuke. Collecting items, such as new weapons, ammo, 
Med Kits and keys to unlock new areas, is a major part of the 
game. You should expect to see a lot of blood, as well. The 
ESRB has rated the game Mature and given it the descriptors 
F “Violence” and “Blood 
and Gore.” For players 

who want graphic real- 

ism, heroic battles, 

huge worlds to explore 

and mystery, Turok: 

-| Evolution is at the top 

L| of the food chain. 
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PUBLISHER SCARIEST ACTIVITY 
THO RUNNING OUT OF 
| RELEASE DATE LAUGH BALLS 






f. monsters are out of hiding and into having fun іп THQ's sters, such as Mike, Sulley, George and Randall, compete in 
creative action game that's loosely based on last year's hit seven stadium arenas inspired by the movie. Crowds of chil- 
_ movie from Disney/Pixar. In the game, the hits come when dren react to the action by laughing. The real thrill of Mon- 
the monster characters play а form of dodgeball. It’s all for sters, Inc. comes from playing the multiplayer modes, such 
laughs, literally, because each player uses laugh balls in the as Buddy, Party and Team. The action is intuitive and fun for 
_ hope of filling his or her laugh canister first. Favorite mon- all ages. You're guaranteed to have the last laugh. 














mE ч Т 


Choose from Game Knockout, Countdown, Hot Potato and lots of multiplayer battles for 
up to four players. The arenas include Harry Hausen’s, Locker Room, Laugh Floor, 
Monsters, Inc. Lobby and the Main Street. 
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When BloodRaynes energy is depleted, she must regain 
side of right, for one thing, battling the Nazis in the years health by sucking the blood of her foes. There are simple 
between the World Wars. She uses weapons, too, and she puzzle elements, but BloodRayne is mostly about intense 
never turns into a bat. In fact, BloodRayne is а half-human, hand-to-hand and small-weapons combat. As you might 
one-woman wrecking crew who must prevent a German expect, BloodRayne is very violent and bloody. It Һай пог 
madman from finding artifacts of great power in Louisiana, been rated by the ESRB at press time, but it’s clearly intended 
Argentina and Germany. The action takes place іп 40 stages. for older ghouls and creatures of the night. 





















When her Bloodlust meter is full, BloodRayne gains the ability to perform incredible 
moves that recall the fighting in The Matrix and Crouching Tiger, Hidden Dragon. At other 
times, she uses blades and kicks, and she can pick up weapons enemies have dropped. 
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Godzilla, Rodan, King Ghidorah, Gigan, Megalon and other 
| monsters from the many Godzilla movies battle everywhere 
—from Monster Island to Tokyo to San Francisco—in Info- 
|| grames’ monster basher. In the single-player Adventure 
Mode, aliens have control over the minds of all the monsters 
| except one. You must take on all the city-stomping critters 
|. one-by-one, unlocking new cities as you go. Each battle is a 
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single round, and ak of the city is interactive, — | 
means you can stomp it. The melee action is even more fun | 
when you invite a friend over to play. Once you've learned to | 
attack, grapple, use energy beams, throw buildings and pick | 


up the power-up items that appear, you'll be ready to rubble. 


What better way to spend your Halloween than breathing | 


fire and swatting your tail around? 
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| INFOGRAMES FACING THE ENDLESS j 
| RELEASE DATE CHALEENGES.OE 1 
| OCTOBER ғ 2002 SURVIVAL MODE - 















There's more than опе way to defeat a monster. In Godzilla: Destroy All Monster's Melee, | 
you can play Survival Mode, Melee Mode, Team Battle Mode and Destruction Mode, | 
which pretty much means crushing every building in a city. H 
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| The gang's all here, and so is the laugh track, making Scooby- 
1| Doo!: Night of 100 Frights a dead ringer for the classic car- 

| toon. In THQ's first GCN Scooby romp, the Mystery 
4 | Machine pulls up at a haunted house where an inventor has 

| gone missing. When Fred, Daphne, Velma and Shaggy are 
1|. kidnapped, its up to you and Scooby to solve the mystery 
| and get them back. Naturally, you'll need lots of Scooby 
















Scooby-Doo is on his own tracking down the Mastermind and solving 
the mystery. To access new areas, you'll need to gather Scooby Snax, 
keys and inventions. There's plenty of help, so players of all ages 

should be able to solve the mystery. 
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Snacks to get the job done. You'll also have to find the inven- 
тог5 secret devices, which will help you reach the 12 stages 
of the game. The action is 3-D and the camera is fixed, so you 
may have to work at some jumps. And although there are 
lots of creepy critters in the house and on the grounds, 


you'll just have to avoid most of them. It's a fairly gentle | 





game that features the voice talent of Don Knotts, Tim Con- | 


way and Tim Curry. 


for Scooby-Doo fans of 


every generation. @ 





The ESRB has rated | 
Scooby E for Everyone. | 
It may not shock you, | 
but its doggone fun | 
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The new Bond adventure. 
Coming November 2002. 
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UNS ners A деге return to bring you the most exciting new shooter this side of Hala.” 
Game Now 


~ Nhe best-looking first-person shooter currently in development for the PSZ " 
Gamespot.com 


* „а true heir to GoldenEye...so polished it shines.” 
XBOX Nation 
"A brilliant game" 
Nintendo Power 
"TimeSplitters 2 is going to be awesome“ 


IGN.com 


‘Looks like one of the best FPS yet. We cart wait? 


THE MOST ACCLAIMED GAME OF 2002 


MEQRUTIE 


SEPTEMBER 


GET YOUR FREE DEMO AT 
WWW.TIMESPLITTERSGAME.COM 





КЕЕ 
RADICAL €IDbOS 


STOP DRAGGING YOUR KNUCKLES AND GET ON THE BALL WITH 
SEGA’S SEQUEL TO THE SIMIAN SENSATION—AVAILABLE 
EXCLUSIVELY ON NINTENDO GAMECUBE. 










There's no business like monkey business, and Sega 
has proved it’s worth going bananas over. Party ani- 
mals went ape for the first game's roly-poly action 
and tricky tracks, and Super Monkey Ball 2 
rolls out a barrelful of more fun, including 
150 new courses, 12 minigames, multiplayer 
monkeying and a Story Mode. [ 








EVERYONE 


Violence 
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ONKEY BALL 2 
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SECRET GOALS 


You must race to the goal before 
time runs out. Some stages, 
such as the Switches level, fea- 
ture multiple finish lines. By trip- 
ping switches or finding alter- 
nate routes, you can uncover a 
secret goal. If you reachit, you'll 
rake іп a bevy of bonus points. 


























97 BUMP plats i 


In every stage, you must reach 
the goal before time runs out. If 
you finish in half the allotted 
time or less, you'll win a Time 
Bonus. You might be able to save 
precious seconds by rolling onto 
an adjacent path. With enough 
speed, you can clear some gaps 


between legs of the track. Pu tora anb, 





SMB2 sheds light on why the monkeys are stuffed in spheres with the all-new Story Mode—a 
10-world challenge in which you play as Aiai, whos racing to foil the villainous Dr. BAD-BOON. 
The following tips reveal tricks for some of the tougher tracks in Story Modes first five worlds. 










Q CONVEYERS 


In Stage e 5, you'll find rows of con- 
veyer elts. All of the belts move 
away from the goal, so steer clear of 
themif you can. The first and last 
belts extend across the entire board, 
so you must charge at them or you 
won't have enough momentum to go 
against the flow. 


Ф SLIDERS 


In the Sliders stage, you must roll 
through a banked course that snakes 
downhill at a steep grade. Whenever 
you reach a turn, pull back while 
swerving. If am slow down just 
enough, you'll be able to grab the 
bananas at the top of the bank with- 
out going over the edge. 












Q SPINNING TOP 


If you're daring and bent on getting 
bananas, hang out by the edge of the 
circular platform where the topis 
spinning. When the top dips toward 
you, you'll be able to snag some of 
the dangling bananas. Be sure not to 
get too close to the top's arms or 
they'll swat you off the platform. 










Q BUMPY CHECK 


Missing tiles in the floor make Stage 
5 look like a checkerboard. The 
perimeter of the checkerboard is 
solid ground, so roll along the outer 
edges of the stage to reach the goal. 


Ы GRAVITY SLIDER 


If you roll straight ahead, you'll be 
able to cruise right into the goal at 
the bottom of the slope. Bananas 
float above some of the ramps on 
the course. You can launch into them, 
but the hard landing that follows 
could jostle you off course. 


() TOTALITARIANISM 


Stage 9 hits hard with slamming discs 
that move up and down like pistons. 
As soonas you start the level, turn 
around and roll over the floor switch 
behind you. The switch will cause the 
discs to pump more slowly, so you'll 
have more time to avoid the hazards. 
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СО RANDOMIZER ` 


EAR. = DOWNHILL 


С ) JUNCTION 


SWITCHES 


Insome stages, you'll start out 
on top of an activated switch. 
Your journey will probably be 
easier if you deactivate the 
switch, and you can usually find 
the off button behind the 
stage’s starting point. Always 
look for a second switch if 
there's one at the starting line. 


TILT AND TUMBLE 


Some paths—such as the ones 
in the Seesaw Bridges stage— 
will teeter under your weight. 
Roll along the center of the 
pathways as muchas possible 
to avoid tilting the floor. If you 
must roll to one side, follow up 
by rolling to the opposite side 
torestore the balance. 
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Чыў REVERSIBLE GEAR 


The single banana marks the spinning 
gear's only open slot that leads to 
the goal. Use your map to locate the 
lone banana. Place yourself in the 
eight o'clock position (with the far 
end of the stage being high noon), 
then barrel into the opening as the 
single banana spins your way. 


| C) STEPPING STONES 


The short stretches of track are 
arranged like stair steps, so you 
must drop off each pathway to reach 
the next section below. Cruise along 
the sides of the paths to avoid the 
checkerboard gaps in the middle of 
the track. Take the left path since it's 
easier than the right one. 


FE С) TWISTER 


To cross the twisting tunnel, wait in 
front of it then charge straight ahead 
just as its segments are aligning into 
a box shape. Don't wait for the seg- 
ments to form the box or you won't 
have enough time to escape the tun- 
nel before it gets bent out of shape. 


ыў GIANT COMB 


The pink lines on the track indicate 
where the teeth of the spinning 
comb will sweep. Cross the comb's 
path carefully and park in between 
the pink lines to avoid getting swept 
away. 


Q) LAUNCHERS 


The goal revolves around a towering 
spindle. To reach the finish, you must 
park in front of one of the arrow 
platforms so that it shoves you for- 
ward. When you're airborne, use the 
map to see where you are in relation 
to the spindle. Land on top of the 
spindle so you can drop to the goal. 


СО ARTHROPOD 


Timing is key in many stages. In 
Stage 10, timing is everything since 
the goal is attached to a rotating 
ring. Don't move until the clock 
counts down to 40 seconds, then 
charge straight ahead. Pull back to 
slow down as you near the final rings 
so you don't overshoot the goal. 
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(_) MELTING POT 
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- BEAD SCREEN 


(_) FLUCTUATION 
wy 


(Q) JUMP MACHINE 
© ZIGZAG SLOPE 


THE MAP 


The tracks are unpredictable, so 
always survey the area before 
rolling out. If you pause the 
game and select View Map, 
you'll be able to take control of 
the camera and do a flyby to 
scope out the surroundings for 
| potential hazards and shortcuts. 
ево (СӨР camera 





Challenge Mode 


BEGINNER ADVANCED 


Challenge Mode 
breaks down into 
the Beginner, 
Advanced and 
Expert circuits. If 
you finish a circuit 
without continu- 
ing, you'll play the 
Extra Stages. 





Practice Mode 


PICK A PATH 








5] You can polish your 


( FREE FALL 


Multiple goals lie several stories 
below the narrow pathway. Make 
like a tightrope walker and carefully 
navigate the thin strip, then drop 
onto the large circular platform 
below. Use the map in the lower- 
right corner of the screen as your 
guide. 


Qu) MAD SHUFFLE 


Before you enter the warp door, go 
behind it and trip the switch to slow 
down the shuffling platforms. When 
you cross them, pay attention to. 
when the planks reverse direction. 
Hop on board as soon as they 
reverse, then race across. Veer 
wherever a new plank is rising. 


Q тоға 


Alternating planks rotate every 
other turn. Make your way across 
just as the planks forma flat surface. 
Race to the long, central beam then 
wait for the planks to realign. When 
you have a smooth driving surface, 
roll to the goal. 


While Story Mode gives you unlimited lives, Challenge Mode tests your skills by start- 
ing you out with three tries. Challenge Mode features over 90 stages from Story Mode, 
and one to four players can take turns playing as Aiai, Meemee, Gongon or Baby. 


EXPERT 


The Advanced cir- 
cuit features 30 
stages. Regard- 
less of the circuit, 
you'll have a limit- 
ed number of lives. 


The Expert circuit 
boasts 50 stages. 
It's alot to con- 
quer, but you can 
skip ahead a stage 
or two if the level 


To earn an extra has a secret goal 
life, collect 100 and you manage to 
bananas. reach it. 





Practice Mode is for one player only. The mode allows you to practice any stage you've com- 
pleted in Challenge Mode. You can replay the stages as much as you like, and you can play 
as any of the four monkeys. 


technique and work on 
time-shattering tricks 
in Practice Mode. Every 
fifth stage of Practice 
Mode is a Bonus Stage. 
To unlock it, you must 
play the preceding 
stage in Challenge Mode 
and exit through the 
secret goal. 
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D By completing stages, you'll win Play Points, which you can cash in to buy the six brand-new 
ар ames minigames shown below. Each Party Game costs 2,000 Play Points. New and improved ver- 


sions of the original six Party Games from the first SMB are available for free. 


Monkey Boat Monkey Baseball 


Row, row, row your 
boat in ariver race by 
tapping the L and R 
Buttons alternately. 
Use the meters at the 
bottom of the screen to 
time your paddling. 









Spin the wheel to determine how many pockets and jump 
boards will be on the baseball field. When a ball lands in a pock- 
et, it determines how many bases the batter will run. When a 
ball launches off a jump board, it's a homer. 
As you're guided 
through ШЕ level, aim 
your crosshairs at tar- к 
gets and fire away. М y 
Defeat the boss to onke Tennis 
unlock the next difficul- 7 ———— 
ty level. If you run out of ‘ome : е1 P 
ammo, rapidly tap B to 
recharge. 





Fly into pineapples to 
collect guided missiles. 
f you target a bogey in 
your sights, your lock- 
on frame will change 
color. When it turns red, 
it the B Button to 
unload a guided missile. 
Hit A to fire bullets. 


Party animals can monkey around with Singles or Doubles 
Tennis. Serve up a smash by standing on the star when you 
return the ball. 


п Monkey Soccer, one 
or two players can com- 
pete inamatch to 
become the Most 
Valuable Primate. You 
can also play in PK Mode 
to see who can score 
the most penalty kicks. 








Got Monkeys? 


Once you've purchased all of the six new minigames, the Gift section of the L | mg Т 
t Я 4 A 2 1 | Please press б to add 

Options menu will unlock. Cash in your Play Points to buy movies, the credits | -a monkey. A monkey costs you 

game or extra lives for Challenge Mode. With so many extras, stages and posed ЫЕ 


minigames, SMBz stands tall with King Kong-sized fun that's always a ball. ® 
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Seven challenging quests to 
А keep you on your toes. 














E Determine your fate - Choose the next 
stage at the completion of each level. 


EVERYONE 


| Uncover armor, shields and treasure 
Mild Violence 1 chests to protect you from your foes. 
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fromiwo famous, 
Villeu game verses get their 


grooves on in Гарсат ув; 
SNE ЕП for | ча 


the Nintendo 
amete, 


МА 4 


HISTORY... 


Capcom and SNK have created many memorable fighting 


E 


£^ 


games for both arcades and home consoles. Capcom is 
best known for its Street Fighter games, and SNK is asso- 
ciated with its King of Fighters games. Most of the com- 
batants in this battler come from those two great series. 
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Capcom vs. SNK 2 EO has many modes, each of which tests 
your skills in different ways and helps you master the 40- || 
plus characters in the game. Even if you're a seasoned fight- 
ing game fan, you'll want to perfect your skills in Training 
Mode before taking on the computer or another human 
being in the various other modes. 











ARCADE MODE 


It's a perfect translation of the arcade original. Battle against the com- 
puter or another player. Three different modes of play are available. 


SURVIVAL MODE 
Play against the computer. Two modes allow you to battle every char- 
acter in the game in succession, or an infinite number of characters. 


TRAINING MODE 


Battle the CPU or a friend in a training arena. Test out the Grooves and 
Special Moves, and try out all the characters. Practice is essential. 


VS MODE 


. Vs Mode is a two-player game similar to Arcade Mode but with a 
slightly different interface and more options. You can select stages and 
set handicaps. Record your battles and replay them in Replay Mode. 





ТҮ CONTROLS 


Two different control schemes are avail- 
able, GC-ISM and AC-ISM. The GC-ISM 
scheme is unique to the Nintendo 
GameCube. It allows you to use the C Ф 
Stick to perform moves easily. 


к 
- 


Pause the game 

and look at your 

player's specific 

Command List to learn the character's 
GC-ISM moves. Toggle the stick in the 
indicated direction to perform the move 
of your choice. The easy controls are 
great for beginners. 





FIND YOUR GROOVE. 


Each of the six available Grooves has its own feel and set of 
moves, and the same character will play differently depending 
à on the Groove in which he or she is fighting. The Grooves 


approximate fighting styles from previous Capcom and SNK 
games. Some of the highlights of each Groove are listed below. 


Your C-Groove gauge will rise as you attack, and when 
you reach a set level, you can use the Super Combo 
associated with it. If you can, wait until you reach 
Level 3 to unleash a very strong Super Combo. 


The A-Groove gauge also rises as your attacks hit your 
opponent. Hit X or L and R when the gauge is com- 
pletely full to launch a Custom Super Combo with any 
moves you wish. 


You can parry an attack by pressing the C Stick or Control 
Pad toward an opponent who's attacking high, or Down 
if an opponent is attacking low. Fill your P-Groove gauge 

by attacking or parrying to earn Level-3 Super Combos. 


You can charge up your meter with different buttons— 
your settings determine which ones. Your attacks are 
stronger when the gauge is full. When your vitality is 

low, you can use unlimited Super Special Moves. 


The gauge for the N-Groove is more advanced than some 
of the others—you can fill the meter up to three times 
to earn Super Special Moves or Max Power condi- 

tions, but you don't have to use them immediately. 


The К-бгооуе5 Rage Gauge raises as you are attacked 
and when you block an attack just before it hits you. 
When the gauge is full, your attacks are more power- 

ful and you can perform a Max Super Special Move. 


SUPER EOMBOS 


After your Groove gauge is full, you can perform :hard- 
hitting Super Combos in most Grooves. The moves are a 
superfast string of moves performed without a break and 
will damage your opponent a great deal if they connect. 











RATIOSYSTEM 


In every battle, you'll get four strength ratio points to dis- 
tribute among your fighters. You can divide the points as 
you see fit. If you have only one fighter, he or she will get all 
the points. The charts shown below illustrate different ways 
to distribute strength ratio points. 





DASH 


Quickly hit the C Stick or Control Pad twice, then hold it in the direction 


555 


you wish to dash. А dash is a fast, short hop іп a direction. 


AIR GUARD © 
In GC-ISM, you'll Air Guard automatically. In AC-ISM, hit the Control 
Stick or Control Pad away from the opponent to Air Guard. 
COUNTERATTACK ©Ф©Ф 


Counterattack allows you to attack while guarding or blocking. Hit A in 
GC-ISM or press Med. Punch plus Med. Kick in AC-ISM. 


ROLLING 
Hit B to roll and sidestep an attack when using the GC-ISM. Hit Light 


Punch plus Light Kick in AC-ISM. 
999 


TACTICAL RECOVERY 


To delay your character's rising after being knocked down, hit Y (GC- 
ISM) or Light Punch plus Med. Punch plus High Punch (AC-ISM). 


SAFE FALL 999. 


When you're about to hit the ground, hit Y (GC-ISM) or Light Punch plus 
Med. Punch plus High Punch (AC-ISM) to break your fall. 


DODGE 


Dodge is the SNK equivalent of Capcom's rolling move. See Rolling 
above for instructions on how to perform a Dodge. 


RUN 


Run is performed like a dash, but your character stays on the ground. It's 


a good way to rush up to your opponent to attack. | 


SMALL JUMP 


Small Jumps allow your character to jump a short way, but not quite as 
high as a normal jump. Tap Up lightly on the C Stick or Control Pad. 


COUNTER MOVEMENT 


Left or Right plus the A Button (GC-ISM) or Left or Right plus Light Punch 
and Light Kick while blocking (AC-ISM) cancels your enemy's guard. 
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MERIALATTACKS 


y « “» KEN, VEGA, GUILE 


«GRDCONE Aerial attacks are.often unexpected and, 

2 “a л [S thus, very effective. Some fighters do 

^ very well with Aerial Attacks and have 

many air-based moves. Because the 

game has so many options for Con- 

troller settings, you'll have to experi- 

ment with each character and various 
settings to learn to use moves effectively. 






У 


SNK EXAMPLES: 
KIM, MAI, HAOHMARU 


ӨШІРІП 






TE 


Mai and Vega both have moves during which they launch themselves 
through the air as human projectiles. Those types of attacks take a bit 
of advanced planning to get them to connect with opponents. 


PROUECTIEE ATTACKS 


24 М SAGAT, AKUMA, EAGLE 

PAN 
RECON? ^ ,. While some fighters take to the air to 
г y launch their attacks, others keep their 


distance by using projectile attacks. It 

takes a bit longer to launch projectiles 

6 than to kick, so you shouldn't try to use 

% projectile attacks in close quarters— 

unless you are reasonably sure that 
your opponent won't attack you. 










SNK EXAMPLES: 
RUGAL, GEESE, TERRY 


ТОА РОЗЕ Е. 
UE S V 












WUD AIR AT ВЫ. 








реш mj 





Ken performs an effective spinning kick in the air, while Kim can 
unleash moves that stop over her opponents before she drops down on 
them with a barrage of kicking attacks. 

COUNTERAT TACKS; 
La ^ 





= 





Don't forget that you can counterattack—even while airborne. Guile's 
flip kick is superb for counterattacks, and Haohmaru's sword can cut 
down flying enemies. 


ДЕТ um 
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MULTIPLE PRUJECTILE ATTACKS 


$ 


ТЕСЕ Т 
7027) с d 
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Sagat has both high and low projectile attacks. Rugal has a ground- 
level and a midlevel projectile attack. Know an attack’s limits and 
range before attempting to use it! 


COUNTER PROJECTILES, 

















Akuma and Geese are capable of launching projectiles while in midair. 
You might have trouble aiming the attacks—but the convenience of 
being able to attack as you jump around is worth the bother. 





Eagle can hit projectiles back at his opponents with his stick. Also, 
any character who has projectile attacks can use them to deflect 
other combatants’ projectile attacks. 


DISTANCE ATTACKS А x 





CAPCOM EXAMPLES: 
Z DHALSIM, BALROG, E. HONDA LONG REACH 


23121224 


4 


MS 
mcos ^ 






%. Distance Attacks are among the most spe- 
cialized and the most annoying for a 
battler to face. Because you don't have 
to be right next to your opponents 
when you start to perform distance 
attacks, they can be liberating and 

у less obvious than projectile attacks. 


2 


4 Qi 





Dahlsim has long legs and arms that can hit an opponent from the other 
SNK EXAMPLES: end of the screen. Vice has similar reach and can grab enemies from 
VICE, IORI, YURI across the screen and even from the air. 


DASH LOUNGE ATTACKS, 












Use dash and lunge attacks to stride rapidly to an opponent and put Yuri and E. Honda have excellent defensive attacks that actually stop 
the smack down. Balrog has many lunging attacks that annoy the com- distance attacks when they're performed at the right time. Practice is 
petition, while lori's lunging and grabbing moves are fast and deadly. the only way to perfect your timing. Hit the Practice Mode! 


ATTACHSIN CLOSE RANGE 







ь All characters can perform moves when 


their opponents are near. We've picked 

4%, a few examples to highlight, but it's 

- quite likely that the bulk of your fight- 

ing will involve close combat. Master 

c» А 
y 


4 grab and throw moves early in your 








LS nie 
ENTS, j training—they hurt opponents and | 
AUN also leave them off guard frequently. | 
M 4 Most characters can grab and throw opponents—but, of course, some ` 
м k are better at the moves than others. Zangief and Rock are naturals at 
ы ANN ERAN. E the ol’ grab and throw, but try the moves out with other characters, too. 


POWER MOVES, CONTINUOUS ATTACKS 








М 
Ryu's punches are generally his best bet, while Үатагакіѕ kicks are Certain characters, including Chun Li and Joe, can throw an infinite А < 
incredibly powerful. Every character can punch and kick at different number of punches or kicks if they repeatedly perfom a particular 
intensities and heights. Experiment to find your favorites. move. Retreat from or block such attacks—or face the consequences. 
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Ta e. не 3 i % 
UNIQUE ATTACKS " 







EVASIVE TECHNIQUES) 
- 55 





Some moves arent easily categorized. A 
few characters have unusual moves, 

which are generally quite effective, 
especially against the uninitiated. 
«ay. Never rely on any one move, no matter 
A J how powerful or unusual it seems— 









2 your opponents, especially human 
SN : А E 
NT ones, will catch on to your strategy quickly. 
» 2 Bison can teleport to avoid danger and to confuse his opponents. 
44 SNK EXAMPLES: Nakoruru has a bird that she can hang from and that allows her to 
Ф NAKORURU, СН ANG, HIBIKI move across the top of the screen, as well. * 





Blanka is a big fighter with strange, acrobatic attacks that often turn Rolento and Hibiki are among the characters who have weapons that 
him into a ball of light and power. Chang is an all-around weird charac- they can use in battle. The weapons are incorporated into many of 
ter with a ball-and-chain and an odd, little buddy who helps him attack. their moves, and they also add a bit of extra range to their attacks. 


ТТЕ GROOUEON өте 













э. Ре АА” 4% 
As if the six Grooves, customizable controls, multiple modes | Capcom vs. SNK 2 EO is a complex title that will appeal to 
and dozens of characters didn't give you enough options,the [ij | hard-core fans of the fighting game genre—gamers who are 
game includes several additional ways for you to further ff old hands at Capcom and SNK battlers. 
customize your fighting experience. | The simplified GC-ISM controls, | 
however, will also allow | 
COLOR EDIT AND GROOVE EDIT КС. novices to jump into the `} 4 | [б 
COLOR. EDIT MODE SUB SYSTEM SELECT. 4 | action quickly. An over- J | 
| - | „> «t ў 3 whelming number of g а 
| ~~ | : / P 
2 | options make the Ww 
7% Гаа, | game the deepest 57) А 
eR. Fu | fighter yet for 4 NE 
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COUNTER ATTACK becomes avi 

400 Points } 
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COLOR ORANGE) 
VISUS ER CHANT) 










Hop into Color Edit Mode to change the way the characters look. If you 
do very well, you'll unlock Groove Edit Mode, which allows you to 
make your own Groove—complete with the rules and moves you like. 


REPLAY 


2 449; At the end of each Vs. Mode match, 
2 уои are given the option to save the 
match so you can view it later in 
Replay Mode. Replays are saved on 

4 the Memory Card іп a file that's sep- 
/5 arate from your game data. 

















"| WAS A 99 LB. BARBARIAN" 


- Gothar of Gundria 








BEFORE UPGRADE AFTER UPGRADE “ 3 
"| used to get molten lava kicked in my face. Й 1 m " Т mode is ара 
| was а little girly man, better suited to playing Ес could just find 4 opponents | haven't already 
with sissy baby dolls than with battle axes. But E Fd e ЖЕН E Show you BARBARIANS 
then | mastered the UPGRADE FEATURE in 7 yg de ur 
BARBARIAN. Now nobody messes with me... f E @ ЕСА в" 
NOBODY!!!” Í ES E ^ 






И - 


KEELA 


% >” "Here | am getting Medieval on Keela. My 

s ; у % f choice i: lly a tree, ilar, 
BARBARIAN is a revolutionary new game engineered 1 Mm apr. SR eH RD REDE 
to increase — and maintain — character power and i кеапшаоно воен and aingie 


ferociousness, fast! In recent head to head field tests, 
even mildly upgraded barbarians crushed their friends 
and foes without mercy. The MASSIVE 1-PLAYER 
QUEST mode - with 10 characters to choose from and 
literally hundreds of adventures to play — is the perfect 
training ground for customizing your barbarian, 
increasing strength and magic, and winning friends 
and influencing people with pure brute force. But 
wait! There’s more: BARBARIAN also features an 
insane MULTIPLAYER MODE for up to 8 playable 


Sa 





SILVER MEDAL 





characters on screen at once, plus totally interactive ~ PSE2 Magazine 
environments, and best of all an exclusive “save-your- 
customized-barbarian-and-take-him-anywhere-with- ЖЖЖЖ (out of 5) 
you” formula! — Maxim 
DON’T SETTLE FOR LESSER GAMES. 
DEMAND BARBARIAN TODAY. 
ж. LE Á 
Suggestive Themes ж S 
Violence вее Е N с 


SAFFIRE 





Barbarian: © 2002 Titus. Developed by Saffire Studios. Barbarian, Titus and the Titus logo are trademarks of Titus Software Corporation. All rights reserved. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. "М, ©, and the Nintendo GameCube 
logo are trademarks of Nintendo. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. PlayStation®2 computer entertainment system screen shots shown. 


GAME BOY ADVANCE 







The Game Boy Advance pulses at the heart of Nintendo’s 
connectivity magic—and the e-Reader turns the GBA into a game- 
making power plant. With lots of compatible cards available, you'll 
be conjuring the kind of games you want in a flash! 


Last month, Nintendo Power broke the inside story on how the 
e-Reader transforms Dot Code Technology into games that you can play 

on your Game Boy Advance and Nintendo GameCube. Now that lots of 
compatible cards are already in stores, NP turns its attention to the games 
themselves. Two packs come with the e-Reader—they contain 10 cards 
that’ll give you an idea about the range of gaming options that the e-Reader 
makes possible. You'll receive an NES game in one pack. In the other, you'll 
get Manhole-e (a Game & Watch card), a complete set of three cards from the 
Pokémon-e: Expedition series and a sneak preview of the Animal Crossing series. 
Equipped with the e-Reader, you can scan in handfuls of great games! 
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SCAN-TASTIC 


The e-Reader has three powerful functions. It can store a game in 
its memory, and it can also upload programs from the GBA and 


SS 





GCN, such as one used in conjunction with Animal Crossing-e 
cards. But its most fun function is to turn card code into games. 


Slow and Steady Scan Get the Picture? 


Scanning in Multiple Cards 


| CARDINAME] © [RETURN] © ‘SCAN CARD] 





TLE 





If you need to scan more than one card to get 
results, a menu will pop up that will guide you 
through the scanning process. Each card is repre- 
sented on a separate line. 


Once you've scanned all of the cards, the e- 
Reader will inform you that you're ready to go. 
With many games, you then will have the option 
of savingit to the e-Reader's memory. 


To get the best results when scanning a card 
through the e-Reader, slide the encoded card edge 
slowly. If you swipe it too quickly, you'll hear a 
pleasant voice say, "Read Error." 





One of two NES games come with the e-Reader— either Pinball 
or Donkey Kong Jr. You can buy all five NES games, each at a sug- 


gested retail price of $4.95. There are many classic games in Nin- 
tendos library, so you can expect many more to be available soon. 


EVERYONE 
In Nintendo's superclassic from the NES era, you'll 
come to the rescue of your father, Donkey Kong, who 
has been imprisoned by a peeved Mario. 


Cross Safely Fly Through 


x тср.ооаз 


Nitpickers change altitude 
unpredictably. Avoid them by 
crossing vines when they're 
not close by. 


When crossing the chasm 
filled with floating islands, 
time your jumps to the bob- 
bing ropes carefully. 


If you need to move quickly, 
grab two vines to zip upward. 
Use one vine to move speedi- 
ly downward. 


is] ©1981-2002 Nintendo 





Leap over Sparks 



















Keep an eye on all 
sparks when ventur- 
ing through conduits. 
They travel over your 
head and on the floor, 
so time your runs so 
that you can maneu- 
ver through the elec- 
trical obstacle course. 


Unlock Your Dad 


TO12n00 Ti 


In Round 4, you must 
put all of the keys into 
locks underneath DK's 
cage while Nitpickers 
and Snapjaws plague 
the scene. You can 
shove two keys 
upward at the same 
time—it's faster than 
shoving only one. 


NINTENDO POWER | VOLUME 161 | 131 


EVERYONE 
" Pinball-e delivers fast-flipper action with its super- 
p | N BALL e 5 long table and hidden Mario minigame, and а 


harder difficulty mode puts the title into overdrive! (УАТ 


Keep the ball in play 
in the upper table 
area as long as pos- 
sible, because the 
one and only dead- 
ball gap is at the 
bottom of the lower 
table. 


Nintendo 
c 


Take It up Top Good Hand Mario to the Rescue 


To get the ball back up into the Shoot the ball through the To play the Mario minigame, flip the ball into the orange pocket on 

high bonus area, flip it all the cards to flip them. When you the lower table. Direct the ball at numbers—if you hit the correct 

way through the left-hand lane. flip five spades, you'll win 5,000 combination, a trapped woman will fall. Catch her and move her to 
points and raise the block post. the side to earn a 10,000-point bonus. 


Balloon Fight-e hurls a balloon-equipped player 
into two separate games— both require you to fight 
against gravity and lunatic enemies. 


Bolt Ahead 


In one game, you must clear the skies of enemies who are zip- Don't lollygag as you clear 
Nine Codes ping around on balloons. Pop an enemy's balloon, then fall on his the level—clouds will spew 
(5, Post 2007 Nintendo | parachute to score lots of points. If you miss the parachute, electricity that will leap 
kick the enemy once he lands to eliminate him for good. across the sky. 


Bonus Balloons Wicked Constellation 


In the bonus level, pop ЖУЛТ ee аналы Г In the second game, 
as many balloons as k : 1 you must float through 
possible. Each one will : 5 a sky filled with fatal 
cough up a small bonus. sparks while collecting 
Pop every one to E as many balloons as 
receive a megabonus а ; you can. Speed ahead 
at the end of the level. . ME when you have room— 
: you'll buy yourself time 
to react to the next 
screen of sparks. 
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EVERYONE 





Excitebike-e blazes into the world of motocross 
with two racing modes, solo and championship. 
When you tire of the tracks, design your own! кшшз 





Save Turbo Tackling Ramps 




















If you use your turbo too When heading into а ramp, tilt your bike back so you're racing 
much, you'll push your engine on the back wheel—you'll accelerate faster into the ramp and 
[5] s past its limit—then you'll be jump much farther. Tilt forward while in midair and land on both 
carts] ©1981-2002 Nintendo | stuck until it cools off. wheels, or you may wipe out. 
Crash Course Escape Velocity Tailor Tracks 





[NTN TENDON] 





Wipe out the competition by When you need to clear a lot of air when jumping off a ramp— With the track-design mode, 








edging your back tire into their such as when there's a dirt expanse before you—head into the you can build long tracks then 
front tires— they'll crash while jump on your back tire while pressing the B Button for a turbo race them solo or in competi- 


you surge ahead. boost. You'll not only clear the obstacle but also gain speed. tion mode. 


LM 
Tennis-e serves up fierce action in singles play with { 

Т Е М N IS & five difficulty settings. (Editor's note: NP incorrectly 
stated last issue that Tennis-e had doubles play.) Бри 


Whenit's your turn 
to serve, throw the 
ball up by pushing 
the A Button. 
Smack the ball into 
play with the A 
Button whenit falls 
toits midpoint. If 
you strike too late, 
you'll fault. 


On Your Toes N k 


DOUBLE 
ғадет? 


When your opponent sends the If you mess up your serve Try to confuse your opponent by hitting the occasional lob. 
ball over the net, race to where twice in a row, your opponent Press the B Button when the ball sails your way to deliver the 
the ball will hit the ground and will get a point, so bone up on high-arcing shot. Your opponent may not be able to swat back 
deliver your backhand. your serving skill. the high-rebounding ball. 
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You'll get the following Manhole-e (Game & Watch), Pokémon-e: АШ provide a sampling of the varied and exciting gaming possi- 
Expedition and Animal Crossing-e cards with the e-Reader. bilities that are available—or on the horizon for the e-Reader. 


Manhole-e is the only Game & Watch game cur- 
rently available—it requires only one card to play. 
Future titles may require one or two cards. 


You're charged with You need only to 
protecting pedes- cover the open 
trians in Manhole-e. a manhole when a 
As they walk down .| pedestrian first 

the street, you've i e Steps on the spot. 
got to cover open After that, you're 

yup : manholes before шалын аса rs =| free to fly to anoth- 
Two Codes 5 „ | they fall through. 174 erhole. 


©1980-2002 Nintendo 


э д EVERYONE | 
Currently at stores, the first Pokémon-e expansion € 


for the Pokémon Trading Card Game contains two 
kinds of amazing game data on each card. 


CONTENT RATED 
ESR 


Scan the long sides Т 1 т} Scan the short side of 
of all three cards to | апу Pokémon-e: 
assemble the Expedition card to con- 
Pokémon minigame, jure a cool mininetwork 
| inwhich Machop Е | that covers everything 
takes on ап ava- | i | you want to know 
lanche of 100 rolling [жем about using the card in 
boulders. Г а - | the trading card game. 


- = - = EVERYONE 
Animal Crossing-e cards will soon open up new vis- 


tas in game play for the GCN. One card in the foil 
pack offers a preview of the character card system. 


If you also have the Nintendo GameCube 
Game Boy Advance Cable, you can 
transfer scanned game data to the GCN. 
Scan the K.K. Slider card while you're 
standing at the ETM machine in the post 
- ( office to receive a special letter that 
Or would you” > Read card s se с contains one of the singing dog's coolest 


download the. Prep eReader 
program to you Мае nota : Јад d tunes. 





Dozens of e-Reader cards are currently available. Hundreds will be available by the end of the year, including 
lots of surprises from the world of Animal Crossing. And in November, the second wave of NES games 
arrives—bringing Mario Bros., Donkey Kong, Baseball, Urban Champion and Ice Climber back from the clas- 
sic gaming era. Interested in taking the e-Reader for a spin? Head to a Toys "R" Us, EB Games or GameStop 
store and ask to try out the limited-edition Air Hockey-e card. Grab an e-Reader and start scanning! @ 
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MORE DANGEROUS THAN ANYTHING YOU WILL EVER MEET, 


UNLESS YOU ARE BROUGHT ALIVE BEFORE THE SEAT Of THE DARK LORD. 
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The Colosseum is the place where Pokémon Trainers gather 
to show off their Pokémon teams. It’s also a place to learn 
more about training and battling Pokémon teams. 


You've submitted countless Pokémon teams for our evaluation, and some Pokémon team lineup" for our usual consideration. It's an 
you've no doubt learned lots by reading Colosseum. This month, interesting team, and we think we may see some chinks in his team's 
we're trying an experiment and putting you in our position. One armor. But we imagine that—after reading so many Colosseum 
supersmart Trainer, David Eisenberg, e-mailed us his "rather awe- | analyses—you'll all have brilliant perspectives on David's team. 


@ Steel Wing Є Mirror Move | 


@ Toxic © Fly 


: @ Thunderpu , ah ei 5 © Dream Eater | 
ісе е Hidden Power | i е Nightmare 





What do you think of David's team, all you amazing Pokémon What kind of team would you assemble to dismantle David's 
Trainers out there? E-mail your evaluation to pokecenter@nin- team in a jiffy? Or would you admit that he's assembled one of 
tendo.com. We'd love to hear what you think are the team’s the most awesome lineups you've ever seen? Let us know! 
strengths and weaknesses. How would you improve the team? 
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You've traveled to the far reaches of the Pokémon universe via 

the television series and three movies—each of which has 
raised the stakes higher and higher. But you've never experi- 
enced the time-traveling twists and apocalyptic risks that 
you'll face with Ash, Pikachu and all his friends in Pokémon 
4Ever, which opens in select theaters beginning October 11. 
You'll also get up close to one of the most amazing Pokémon 
ever, Celebi—and meet a new character, Sammy, who might 
turn out to be someone you've known 
since Day 1. (Oooh, we know that's 
mysterious, but we're not spilling the 
beans.) Pokémon 4Ever has some of the 
biggest surprises yet! 


2: аы О 
-PA 








The highly anticipated fourth 
Pokémon movie beams to 
theaters on October ТІ, at long 
last throwing the mysterious 
Celebi into the spotlight. 


©2002 Pokémon/Nintendo 


Therare Celebi card from the 
Pokémon-e Trading Card Game will be 
free with the purchase of a ticket to 
the movie—offer valid while supplies 
last at each theater. 





Pokémon 4Ever first returns to yesteryear to find Without a doubt! Celebi is chased by a Pokémon Forty years in the future, Ash and friends are 

the cute-as-ever Celebi at home in an idyllic forest. But hunter and escapes by time-traveling into the exploring a strange forest in which rare Pokémon 

Pokémon movies usually open with a bang, don't they? future, accidentally dragging along a boy named make their home—when they witness an explosive 
Sammy. surprise. 





They see Sammy appear out of nowhere, then learn Sammy informs his newfound friends that it sus- ... When the Iron-Mask Marauder rampages through 
that he’s just arrived from the same forest, where pects that Celebi may be nearby—and he may be the scene, intent on capturing Celebi in his Dark Ball, 
he'd been studying Pokémon four decades earlier! wounded. They no sooner locate the hiding Celebi... which will make a Pokémon evil and superpowerful. 





As if facing a new, powerful nemesis weren't bad All Pokémon movies involve high-stakes storylines, You'll just need to see Pokémon 4Ever for yourself. 


enough, Team Rocket bumbles into battle. Ash and so we're пої going to give away any more juicy (And don't even ask us if any other extremely rare, 
Sammy join forces with their Pokémon to save details (such as what happens if a Celebi gets cap- ^ maybe even legendary, Pokémon make an appear- 
Celebi from capture. tured and transformed by a Dark Ball). ance in the movie!) 
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CHALLENGE 


After getting this month’s lowdown on strategies 
for Super Mario Sunshine (see page 84), test your 
skills in Bianco Hills. If you've successfully com- 
pleted Episode 3 (The Hillside Cave Secret), you'll 
be able to replay the secret level in the cave and 
race for Red Coins in a timed challenge. You can 
use the Hover Nozzle when you replay Episode 3, 
so use its hydropower to navigate the shifting PRIM wah 
platforms and moving blocks. If you can collect all ФО” 

eight Red Coins before the one-minute time limit 
expires, the clock will stop and your time will remain on-screen until you collect the Shine 
Sprite. Before you snag your victory prize, snap a picture of your finish time and send it in for 
a chance to qualify for the Arena challenge. Keep in mind that the clock counts down to zero, 


so a higher time indicates a faster performance. | 


SUPER MARIO SUNSHINE 
























C AUT ION. TWISTED CHALLENGES AHEAD 


How far can you get in Pokémon 
(any version) without healing your In Super Smash Bros. Melee, 
Pokémon? can you complete Event Match 
- BRAD FONSECA, ST. GEORGE, ON 19 (Peach's Peril) without let- 
ting Peach take any damage? 


- MASON DOERMANN, 
FAIRFAX, VÀ 


















ооооооооооооо ооо о оо 


In FIFA Soccer 2002, can you score а goal with your goalie? 
= ZAC ENDERSON, LOUISVILLE, TN 
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CONSTRUCTION ZONE 


Express yourself in Animal Crossing by designing your own patterns for 

your clothes and umbrella. Visit the local tailors, the Able Sisters, and tell 
Mabel youd like to design a pattern. She'll charge you 350 Bells for every new design 
you save, and you can follow the grid patterns below to be the only character in town 
with Mario, Spider-Man, Batman and Charlie Brown getups. 








M > Design a pattern 
Ohhh, yes? 
What do you 


You can customize your clothes and umbrella by designing patterns at the Able Sisters’ shop, 
whichis represented by a T-shirt symbol on the game map. Talk to Mabel and pay her 350 Bells 
to personalize a pattern. You can carry up to eight patterns at a time. 
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SUPER Lp. SUPER MARIO ADVAN.” | 

AR oS. CLASSIC (VOLUME 158) 








SUPER M 





HIGH СОГ : HUE 

ate, Elkton, М! 999,990 
Thomas ier Pickering, Waverly, WV 399,990 
Adam Lessard, Goffstown, NH 999,990 
M. Lin, Palo Alto, CA йога, CT 999,990 
Geoffrey Stratman, New Milford, 399,990 








Gary Weasel, Southaven, 





ENTER THE ARENA 

Mail us your Twisted Challenges or send us a photo of your high 
score for this months Arena Challenge. E-mail your digital photoor — ^ SEND YOUR ENTRIES AND IDEAS TO: 
Wn your i) ne EE m. рео the outside : ARENA @ NINTENDO.COM 

of the envelope). Include your full name and mailing address in your e-mail 

oron the back of your Mons We'll print the names vem Scores ofthe top five REM ARENA V.161 
qualifiers ina future issue. If we print your score or Twisted Challenge, you'll REDMOND WA 98073-9782 

receive an NP T-shirt. Entries must be received before 





THE NUTS & BOLTS 


Arena Challeng Oficial Contest Rules: No purchase necessary. Only US /Canadan residents (excluding Puerto Rico and Quebec) who are nat employees of Nintendo of 
Aeneae ROR jot af ates lor tner терейін anaes aco age tooner oder ated Towne pot yourname ares telephoto number, Arena Vi, 
nthe back o your photo andma the entry to this address NINTENDOPOWER, ARENA V Jo P O, BOX 97082 REDMOND, WA 9873-9782 Enter as often Entries 
сорока UT ауада arn СИН ААБ, УРА БОХ eer уте угра таш ез ойлы (ді жел ae 
Tuo or damages dao to events end RO серігі x rgo toga rr Onor about VO. ve ор noe quatre lo ететі bord 
"the Nghest seve. In the event of 2 tie, NOA wait award add опа Nintendo Power T-shirts to al such ted entrants. “Twisted Chllénges winners chosen wil be dor 

mined based on: (a) creativity of challenge 60% andi cult of challenge 40% Number of “Twisted Challenges” wmer(s]tabe determined by NOA NOA wil attempt to notify winners by mail by 12/18/02. NOA will send the prizes to the winning entrants at spr 
entry Prizes пештін as undeliverable or not otherwise claimed within 30 days alter notification or wich are undeliverable wilbe fr eted and wil not be awarded to an altemale winner, dds оГ winning a prize depend on number of eile entries received an ally 
{terest of a orticulor entry, No transfer or subst tution of ries permitted, except that NOA may substitute a prize of equal or greater vale fo amy priza. For a copy of these rules or fef ter te/VOa set of weners. Send you casto the adiross above WAV N 
[шпон Prize KOA award ane Nintendo Pow st ta ach of tne amena veso entry К acted АРУ МТ ГЕ ЕПП Улкен: St. AXES ARE WINNERS SOLE RESPONSIBLITY. Canadan dis androgen 
by mos wa be awarded toa parent а guardan on ther behalt A praes are awarded RSS and WITHOUT WARRANTY OF ANY KIND, Winer land ner omia his or her өше өрі guardar) ray be regured io execute anal 

dition of award. By entering youland if You are a minor, your parents Өг lega quardans) release Sponsor, its parent, and thoir affiliates, directors, officers and employees (collectively, -Released Parties“) Irom any tat fr any cim: битәр 
nection with the Contest o any prize eluding those related fo personal jury death damage to property. and gs of publicity or privacy Entrants agree tobe bound Бү these Rules and Sponsor s decisions, with are ial. Spons je these Rules and/or suspend or cancel the 
Cente at any time f causes beyond Sponsor's control affect the ame on of the Contest or Sponsi otherwise becomes fits sela dstroonagable of running the Cones as planed Any prov ofthese Йе deemed un able wil ba enforced fo the extent permisi 
bie and ho remainder ofthese Rules wl remain irel fect. The Contest and all accompanying materials are Copyright © 2002 by Nintendo of America: rights reserved. The sponsor of the Contests Nintendo of America пс. Sponsor’ Redmond, Washington. 
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© 2001, 2002 Activision, Inc. and its affiliates. Published and distributed by Activision Publishing, Inc. PlayStation 2 and Xbox versions developed by Rainbow Studios. GameCube version developed by Gratuitous Games. Game Boy Advance version developed by HotGen Studios. Activision 
isa registered trademark and Activision 02, Mat Hoffman's Pro BMX and Pro BMX are trademarks of Activision, Inc. and its affiliates. All Rights Reserved. Mat Hoffman is a trademark of Mat Hoffman. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer 
Entertainment Inc. Microsoft, Xbox and the Xbox logos are either registered trademarks of Microsoft Corporation in the U.S.A, and/or other countries and are licensed under Microsoft. тм, ©, Game Boy Advance and the Nintendo GameCube logo are trademarks of Nintendo. Screenshots аге 
from PlayStation 2. The ratings icon is a registered trademark of the Interactive Digital Software Association. All other trademarks and trade names are the property of their respective owners, 
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“ДУХ HOFFMAN'S] 
PROIBMX 


en 









Crank out huge airs like 10-time 
World Vert Champ Mat Hoffman. 









ЖУ; 


"Switch Pootedsmega Spit 
| Rear fs stand 


The only BMX game to 
offer flatland tricks. 


BMX WILL NEVER BE THE SAME... 


Jump on the bus with Mat Hoffman and ten other top 
pros for the ultimate BMX blowout through eight 
US. cities. Pull hundreds of tricks and combos using 
the new Trick Tweaking System or keep it on the 
ground with the only BMX game that offers 
flatland moves. Unlock behind-the-scenes video 








Force your opponent off the screen 


footage from Mat's actual road trip and then snap in the 02 exclusive PUSH mode. 
shots of your best tricks for your own photo 
scrapbook. One day on this road trip and you'll 
know why BMX will never be the same. 
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AMD POWERFUL RESPECT WITH EVE 
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YOUR POTENTIAL! 
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flow better. 


а Powerful en: 
| destruction. Virtually 
+ invincible very few 
I| have faced this awesone 
|| creature and lived to 
|| tell the tale. 
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уошмЕ 161 PLAYER'S POLL SWEEPSTAKES Nam 
FILL THIS OUT TO ENTER! 


Addre 





State/Prov. Zip/Postal Code 





MBR# LLI 1 Iv 


4 iit i jv Birth Date | мојој] 











A. How old are you? F. Would you be willing to complete a mail-in survey to help us make 
1. Under 6 2.6-11 3. 12-14 4. 15-17 5. 18-24 6. 25 or older better? 
B. Sex 2.No 
1. Male 2. Female G. Which was your favorite Nintendo Power cover? 
C. What was your favorite strategy review this month? 1. Vol. 154 (Sonic Adventure 2: Battle) 
1.Star Fox Adventures 2. Super Mario Sunshine (Part 2) 2. Vol. 155 (James Bond 007 in Agent under Fire) 
3. TimeSplitters 2 4. Animal Crossing 3. Vol. 156 (Spider-Man) 
5. Aggressive Inline 6. Super Monkey Ball 2 4. Vol. 157 (Lost Kingdoms) 
7. NES e-Reader games 8. Yoshi's Island: Super Mario Advance 3 5. Vol. 158 (Multiple characters) 
9. Capcom vs. SNK EO 10. Sega Smash Pack 6. Vol. 159 (Disney's Magical Mirror Starring Mickey Mouse) 
D. What was your favorite preview this month? 7. Vol. 160 (Super Mario Sunshine) 
1. Batman: Dark Tomorrow 2. Robotech: BattleCry 8. Vol. 161 (Star Fox Adventures) 
3. Tricks & Treats (Halloween Special) H. What older game system do you play most often? 
E. What was your favorite regular monthly column this month? 1. NES 2. Super NES 3. Game Boy 
1. Player's Pulse 2. Game Watch 3. Power On 4. Game Boy Color 5. N64 6. None of the above 
4. Classified Information 5. Epic Center 6. Now Playing 
7. Arena 8. Pokécenter 9. Title Wave 





| Catch up on the classics! Order from among the Nintendo Power 


issues listed on the back of this form. The prices shown include Back issues of Nintendo Power and Official Nintendo Player’s Guides 


the cost of shipping and handlin: rali А А 
РЕПО ы have all the gaming information and strategies that you won’t want to 


miss, and it’s all straight from the source. 
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Please check method of payment: 


О Check or Money Order D] MasterCard (О vis 
(Payable to Nintendo) 








dholder's Signature 














Quantity 
(Limit 5 of each issue) 

Volume 160 (Sep. ‘02) 

Volume 159 (Aug. ‘02) 

Volume 

Volume 


Volume 
Volume 
Volum 
Volume 
Volume 
Volum 
Volume 
Volume 
Volume 
Volume 
Volume 





Volume 
Volume 
Volume 142 
Volume 14 
Volume 1 
Volume 139 (С 
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Volume 
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Price 
$7.00 
$7.00 
$7.00 
$7.00 
$7.00 
$7.00 
$7.00 





$7.00 
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$7.00 
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00 
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Nintendo 
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Power 
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Player's Guides 


Star Fox Adventures 
Animal Crossing 
Super Mario Sunshine 





Super Sm; 
Nintendo Power Advan 
Nintendo Power Advance v.3 
Nintendo Power Advance v.1 
Pikmin 

ve Race: Blue Storm 

Star Wars Rogue Squadron II 
Rogue Leader 

Luigi's Mansion 

Pokémon: Crystal 

Zelda: Oracle c 
Oracle of Ages 
Pokémon Stadium 2 
Paper Mario 

Pokémon: Gold and Silver 
Complete Pokédex 
Banjo-Tooie 

Zelda: Majora's Mask 
Pokémon: Gold and Silver 
y Kong 64 

Ida: Ocarina of Time 
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Nintendo Power Magazine P.O. Box 97032 Redmond, WA 98073-9732 


Note: Issues and sets not on 
Prices include shipping a 
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subject to change without notice 
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$19.95 
$19.95 
9.95 
$19.95 
$19.95 
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$19.95 
$19.95 
$19.95 
$19.95 
9.95 








$19.95 
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ENTER TO WIN! 

















































cards—every single on 
the Legend of Blue Eyes 
White Dragon апа Metal 

Raiders expansions! Plus, 
ои! nab the gear to challenge 
)pponent on the Game Boy 







SECOND PRizE 
30 WINNERS 


Take your game powers to the next lev 
The Eternal Duelist Soul for the Game Bo 





THIRD PRİZE 
50 WINMERS 


YOU CAN'T WIN 
IF YOU DON'T SEND IT IN! 


Official Sweepstakes Rules 


NO PURCHASE NECESSARY. PURCHASE WILL 
NOT IMPROVE ODDS OF WINNING. Only legal 
U.S. or Canadian residents (excluding Puerto 
Rico and Quebec) who are not employees of 
Nintendo of America Inc. ("Sponsor") or its 
affiliates lor their immediate families) are eli- 
gible to enter. Void where prohibited. To enter, 
either fill out and mail in the Player's Poll 
entry form or print your name, address, tele- 
phone number and the words "Yu-Gi-Oh!" on a 
postcard, and mail the entry to this address: 





NINTENDO POWER 
PLAYERS POLL VOL. 161 
РО. BOX 97062 

REDMOND, WA 98073-9762 


One entry per household. To be eligible to win a 
pres: entries must be completed and received 
y Sponsor by 11/1/02 (Entry Deadline). Sponsor 
is not responsible for: (a) late, lost, illegible, or 
misdirected mail; (b) disruptions or damages 
due to events beyond Sponsor's control; or (c) 
printing ог typographical errors. On or about 
11/15/02, winners will be randomly drawn from 
all eligible entries received by the Entry 
Deadline. Canadian entrants may be required to 
correctly answer a timed skill testing question 
to claim a prize. Sponsor will attempt to notify 
winners by mail by 12/15/02. Prizes not claimed 
within 14 days after notification or which are 
undeliverable will be forfeited and will not be 
awarded to an alternate winner. Unless prohib- 
ited by law, winners consent to Sponsor's pro- 
motional use of their names, likenesses and 
other personal information without further 
compensation. Odds of winning depend on total 
number of eligible entries received. Many will 
enter, a few will win. No transfer or substitu- 
tion of prizes permitted, except that Sponsor 
may substitute a prize of equal or greater value 
for any prize. For a copy of these rules, or 
(after 11/15/02) a list of winners, send your 
request to the address above. VT residents 
may omit return postage. Grand Prize: 
One (1) Grand Prize winner entrant 
will receive a full set of Yu-Gi-Oh! 
Trading Card Game cards from the 
Legend of Blue Eyes White 
Dragon and Metal Raiders expan- 
sions, two (2) Game Boy Advance 
systems, two (2) copies of Yu-Gi- 
Oh! The Eternal Duelist Soul 
Game Paks and a Game Boy 
Advance Game Link cable. 
Approximate Retail Value (ARV) 
of Grand Prize package is 
$1,610.00. Second Prizes: Thirty 
(30) Second Prize winners will 
each receive one сору of 
Yu-Gi-Oh! The Eternal Duelist Soul Game 
Pak, ARV: $39.95 each. Third Prizes: Fifty (50) 
Third Prize winners will each receive a 
Nintendo Power T-shirt, ARV: $10.00 each. 
Prizes awarded may be different than products 
shown. TAXES ARE WINNERS' SOLE RESPON- 
SIBILITY. Canadian duties and brokerage 
fee/taxes may apply. Prizes won by minors will 
be awarded to a parent/legal guardian on their 
behalf. All prizes are awarded “AS IS" and 
WITHOUT WARRANTY OF ANY KIND. Winners 
(and if winner is a minor his or her parent/legal 
guardian) may be required to execute an affi- 
davit of eligibility and release of liability as a 
condition of award. Affidavit not returned 
within 45 days to Sponsor after notification, 
will result in prize forfeiture. By entering, you 
(and, if you are a minor, your parents or legal 
guardians) release Sponsor, its parent, and 
their affiliates, directors, officers and employ- 
ees (collectively, “Released Parties") from any 
liability for any claims, costs, injuries, losses 
or damages incurred in connection with the 
Sweepstakes or any prize (including those 
related to personal injury, death, damage to 
pronor. and rights of publicity or privacy). 
ntrants agree to be bound by these Rules and 
Sponsors decisions, which are final. Sponsor 
may change these Rules and/or suspend or 
cancel the Sweepstakes at any time if causes 
beyond Sponsor's control affect the adminis- 
tration of the Sweepstakes or Sponsor other- 
wise becomes (їп its sole discretion) incapable 
of running the Sweepstakes as planned. Any 
provision of these Rules deemed unenforce- 
able will be enforced to the extent permissi- 
ble, and the remainder of these Rules will 
remain in effect. The Sweepstakes and all 
accompanying materials are Copyright > 2002 
by Nintendo of America Inc. 
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You turned the system off hours ago. But as you teeter on the 
edge of sweet slumber, there’s the game again. It plays on like 

a lullaby, just under your eyelids, an omen of the fun you'll have 
the next glorious moment you get the controller in your hands. 
You'll find game power like this in Nintendo GameCube!" now at 
Wal-Mart. We have all the games you've been dreaming of and 
Every Day Low Prices that mean you can actually afford them. 


Ере E 


© 2002 WALMART 





WAL*MART 


ALWAYS LOW PRICES. 
Ape 


Walmart.com 
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TM, ®, Gome Boy Advance, and the Nintendo GameCube logo are trademarks of Nintendo. 
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We love it when new games drop into our laps. Just before we went to press, the good people at 
Ubi Soft dropped us a secret package chock full of new screen shots for their upcoming GBA title, 
Lunar Legend. We also have the second half of our Dragon Ball Z: The Legacy of Goku coverage and a 
preview of the latest GBA RPG to hit Japan—Golden Sun: The Lost Age. 





Lunar Landing 

Lunar Legend is coming to the GBA in November! The news came as 
a shock to gamers around the country, as Ubi Soft had kept its plans 
for the Japanese title under wraps. The Lunar series began over 
10 years ago, and has seen incarnations on both the Sega CD system 
and the Sony PlayStation. The 
new GBA title is an updated ver- 
sion of Lunar: Silver Star Story, 
but a myriad of changes guaran- 
tee even hardened Lunar fans a 
| unique experience. In addition to 
revamped graphics, the battle 


JALEXHILUNAENASHSRAHU! 


engine now has a new critical 
attack mode called an "Arts- 
gauge" which promised to make 
combat faster and more interest- 
ing. In addition, gamers will find 
loads of new weapons and armor, 
and they can trade their new 
goodies with another player by 
| using the Game Link Cable. The 
compelling tale of dragon-slayers 
and young heroes should be 
released in the early weeks of 


? 
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| November, and we promise loads 





of Epic Center coverage. 


150 | EPIC CENTER 


A Star Is Reborn 
Phantasy Star Online Episode I & II, the GCN-exclusive title from 
Sega, is almost here. We've been spending plenty of time with the 
game and are happy to report that it maintains the feel and style of 
the original while also improving on it in a number of areas. For 
those who never played the Dreamcast version, PSO puts you in the 
role of a Hunter, a kind of spacebound mercenary with special fight- 
ing skills. All combat is in real-time and features a wide variety of 
both bladed and long-distance weaponry. Once you create a Hunter, 
you can use him or her in either Phantasy Star I or II—both of which 
come on the PSO disc. There's 
also an option to play either game 












off-line, which is a good way to 
get started. Check NP next 
month for an exclusive preview | 
and poster of PSO, and also more Ё Fas 
age 
mate 
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information about the games шү 


online component. 
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Part two of our exclusive Dragon Ball Z: The | ) 
Legacy of Goku coverage takes up where ме с, \ 

left off last issue. Goku has just vacated King su D3 

Kai's heavenly abode and must return to y 6 сева 
Earth and stop Vegeta once and for all. But oy 
there's bigger trouble lurking just ahead— қ 


including а not-so-friendly visit from the 
Ginyu Force and Frieza himself! 






ЕЕ EARTHBOUND 


After catching Gregory and Bubbles (see NP Volume 160), King 
Kai will send you back to Earth. Before you go, speak with Pic- 
colo and Korin to get some Senzu Beans. Once you return to 
Earth, look for a small child who is trapped on a ledge. Speak to 








the kid to get him to follow you. THE: LE CY. ОҒ. 
жүт” wipes ¥ га р тҮ GA А ) 
ee |і Эй GOSU 








The lost child is trapped by hungry wolves. They won't harm the kid once 
he's in your company, but you may want to eliminate them anyway. The 
more EP you can build, the better—there are fierce battles just ahead. 


[EX YOU CAN BANK ON IT 


Walk south until you reach Pepper Town. A trio of bank robbers 
has looted the bank and police are helpless. Lend a hand and 
wallop the robbers for 1,500 EP. Use your Solar Flare to stun the 
thieves, then rush in and punch them. It's a battle you should 


win handily. 





MAP KEY 


СТО CAPSULE HERB 
Give to the Scientist Restores 1/4 Health 


GREEN ORB @ зи BEAN 
Restores Five Flight Points Restores all Health 





Return the child to his mother to 
receive a capsule. Pick up the second (2) YELLOW ORB SAPLING 

capsule north of the bank, then take Restores 10 Flight Points Plant in a Planting Hole 
them both to the scientist at the 
north end of town. He will give you @ RED ORB PLANTING HOLE 

1,500 EP for the first capsule anda Restores all Flight Points Plant a Sapling in here 


Senzu Bean for the second. 
© СЭ СУ) arac 
Hidden treasure 
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[EI NAPPA NIGHTMARE 


After leaving Pepper Town, walk through the military base and into 
an open field. You must fight Vegeta right-hand man, Nappa. If 
you are at Level 15 or higher, use the Solar Flare to stun Nappa, 
then hit him twice, retreat and repeat. If you aren't quite that 
strong—or if Nappa gives you trouble—strike him with a Kame 
Hame Ha beam, fly away and repeat the process. 


Е VICIOUS VEGETA 


After you defeat Nappa, Vegeta will take you on himself. He can 
eliminate you with one or two hits, so keep your distance. Strike 
him with a charged-up Kame Hame Ha beam, then fly away, wait 
for him to approach you and strike him again. After the fight, Veg- 
eta will turn into a giant ape, but your son will deal with the prob- 
lem. If you're still having a rough go of it, check out the "Cheap 
Cheats!” section on the following page. Once the baddies are no 
more, it’s off to the planet Namek. 


SAPLING 


YELLOW ORB 
PLANTING HOLE 


RED ORB 


[EJ] TREES, PLEASE 


Frieza has laid waste to Namek in an attempt to find the Dragon 
Balls. A poor Namek resident will beg a boon of you as soon as 


you land on the planet—find three tree saplings and help restore 
his planet to its former glory. 





The saplings are called out on the above map. Simply stand next to them 
and press A to pick them up. 


152 | EPIC CENTER 





EL 3 


. Gohan, I’m ee 
ack. Don’t worry ү You receive 20000 | 
= 17it handie it | experience points? | 
from here. | | 





ti 








SAPLING 


RED ORB 


PLANTING HOLE 


PLANTING HOLE 


SAPLING 


YELLOW ORB 


I3 DON'T BE A SAP 


After you get all three saplings, go back to the man who asked for 
the trees and plant them in the holes around his house. Namek 
can be difficult if you aren't leveled up, but it's also a fantastic 
place to gain a lot of EP quickly. 

a — 





The green-helmeted enemies give you nearly 10,000 EP each time you 
defeat them. Dinosaurs are also a good source of EP. 
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YELLOW ORB 


RED ARTIFACT 
BLUE ARTIFACT 


YELLOW ORB 


YELLOW ORB 


YELLOW ORB 


[ЕЙ ARTIFACTUAL 


The second area of Namek contains both a Red and Blue 
Artifact, and you must pick up both artifacts before entering 
the temple. Along the way, you'll encounter a whole host of 
nasty enemies. Keep your distance and use the Kame Hame 
Ha, or use some of the cheats listed below. After you get 
both artifacts, enter the temple. Use the map on the next 
page to navigate the area. 





CHEAP CHEATS! 
@ FREE HERBS! 


There are herbs growing near the exit from the first area of 
Namek and also by the entrance to the second area. When 
you leave an area, items reset—so you can walk between the 
two locales and get as many herbs as you need. 


STUPID ENEMIES! 


Your enemies are tough but not very bright. Walk until they 
are on the very edge of the screen, then attack with Ki 
Blasts—they'll often stand in place looking confused until 
they keel over. You can also attack enemies from a different 
elevation, since they aren't smart enough to get out of the way. 


© INVINCIBILITY! 


Find an enemy who attacks with Ki Blasts, then run from 
him until you see him powering up the attack. When his 
hand glows, hit the R Button and start flying. If the blast hits 
you while you're in the air, you'll become invincible! The 
effect wears off if you leave the area or fly again. 
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Portal 7: To(G) 
Portal 3: То(С) 





The above map shows the entire Namek temple. You must step on the colored portals to make your way 
around the maze. We've marked the portals that you need to use, but there are many others that will take you 
to various areas of the temple. Feel free to explore if you want some extra EP, but a Senzu Bean and a few 
Herbs are the only treasure you'll find. 





[EQ JUST THE ARTIFACTS, GOKU EX) MAKE FOR THE EXIT 


To find the third and final artifact, the Green Artifact, step Опсе you have all three artifacts, you must place them. To reach 
through Portal 1 and walk right until you see a statue of a hand. the artifact room, step through portals in the following order 
Follow the hand's pointing finger to find a secret passage and (starting from the entrance): 3, 4, 5 and 6. Place the artifacts, 
the long-sought treasure. then use Portal 7 to leave the temple. 


You receive 30000 
experience points? 
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ET-] THE WAY LIES EAST 


After leaving the temple, head east to take on Frieza and his 
cronies. When you see a large building with a hole in its 
center, fly into the hole and go inside. The first door you'll 
see leads back outside, while the second leads to a rejuve- 
nation chamber. Using the first door is your last chance to 
gain EP before the final battle. If you're at level 22 or less, 
go back and brawl some more. Otherwise, enter the cham- 
ber and get ready for a fight! 


YELLOW ORB 


RED ORB 


EEN THE GINYU FORCE 


Your next battle is against the Ginyu Force, four of the toughest 
beings in the universe. Use the Kame Hame Ha attack to smash 
[1 the squad into the ground. 

When a squad member gets 





close, fly away (you won't 
take damage if you fly over 
them), 
| again. It’s a fairly easy battle 
if you are at a high enough 
level. Check the above map 
to see how much space you 
have to maneuver. It’s easy 
to get stuck along the edges, 
so stick to the middle of the 
screen whenever possible. 


land and attack 














YELLOW ORB 


YELLOW ORB 


YELLOW ORB YELLOW ORB 


EE FRIEZA 


Frieza will attack after the Ginyu Force is exhausted. Attack him 
with the Kame Hame Ha beam until he transforms into another, 
more powerful form. He has four different forms, each more 
powerful than the one before it. Once he takes on his final form, 
you will transform into a Super Saiyan for the last leg of the bat- 
tle. Since Frieza can wipe you out in one or two shots, it’s more 
important to keep your distance than to attack. Wait for an open- 
ing before unleashing the Kame Hame Ha. Once Frieza is no 
more, you'll see a few clips from the cartoon series and enjoy a 
well-deserved rest. Congratulations! You've saved Namek and 
the precious Dragon Balls... for now! 
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If only we lived on the other side of the ocean! 
While North America waits for the next game in the 
Golden Sun saga, lucky Japanese gamers have been 
playing it for weeks. Here’s a quick look at the 
Japanese version of Golden Sun: The Lost Age. 






The Lost Age takes place in the same world as Golden Sun, but you can 
access almost every area in the second game. You'll even get a boat to 
help you on the journey. You also have the ability to transfer data from a 
cleared game to the sequel using either a Game Link Cable or a pass- 
word. Game Boy Advance owners might see an English version of the 
game as early as Spring of 2003—though that date is subject to change. 





You'll see new faces and learn new 
Psynergy—plus enjoy visits from old friends. 
In the shot above, Jasmine unleashes a new 
Mars Psynergy on some hapless Bandits. 





Puzzles again play a huge role in your quest. 
There are lots of different skills to learn— 
including climbing and rope walking. 
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IDE AME HAS-BEENS 
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TALK TO THE HAND! 


it's à ricHf rom FREEDOM. AND AN ADVENTURE FOR REVENGE! 
FEATURING 6 DANGEROUSLY ЇПТЕҢАСТЇУЕ WORLDS WİTH OBjECTIVES 
VIEWABLE FROM ANYWHERE in THE VEXX UNIVERSE! SCALE SHEER CLIFFS 
AND UNCOVER DEADLY ATTACK COMBOS AND SPECIAL ABiLities! But 
BEWARE OF NIGHTFALL - YOUR ЕПЕТЇЕЅ MORPH İNTO MORE EVIL FORMS 
AS THE LIGHT OF DAY WANES! VEXXfHEGAmE.COm 


Violence х 


Xeox 
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Vexx™ and Acclaim ® & © 2002 Acclaim Entertainment, Inc. All Rights Reserved. Developed by Acclaim Studios Austin. АП Rights Reserved. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment 
Inc. Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. TM, © and the Nintendo GameCube logo are 
trademarks of Nintendo. Screens shown were taken from the Xbox version of the video game. 


wHEELMAN IS BACK! 


THE 








Get behind the wheel and back on the streets as Tanner, the world’s fastest undercover 
driver. An international gang war has erupted, and you are caught in the crossfire. 
Experience all new urban chaos as you dodge U.S. and Brazilian gangsters. 

Keep your cool and don’t blow your cover - YOU ARE THE WHEELMAN! 


западе 0:00, геіопу Damage: 0:00 Felony 
En ЖШ UE] 


JE 











Superior driving physics and Take Tanner on 30 action Multiplayer mode allaws 2-4 
dynamic special effects push packed missions throughout players to compete for 
the Game Boy®Advance to Chicago and Rio. Wheelman status! 
the limit! 
re 
TEEN REFLECTIONS 


MILD VIOLENCE DEVELOPED BY 





Baby Mario rides on Yoshi's back as they 

travel the island. If Yoshi becomes 

stunned, Baby Mario will float in 

a bubble as a timer ticks down. 

When the timer reaches zero, ~ 

Koopalings will fly down to ~The Magnifying Glas 
snatch up the baby. Refill the ехе С ] 
timer with Stars. à i 


Superstar Mario 


— 


Even as an infant, Mario can trans- 
form into Superstar Mario with the 
help of a Super Star. Some areas 
are treacherous, even for Yoshi, but 
Superstar Mario zips right through 
with incredible speed and com- 


plete invincibility: and there's nowhere to restock, 


use an Anytime Egg to replenist 
„all six Eggs instantly. _ 
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King Bowsers minions have invaded Yoshi's Island, scour- 
ing every glen and gully for Baby Mario. The once-serene 
island is crawling with danger, but the clever Yoshis have a 
few tricks of their own. The journey won't be easy, but mas- 


tering Yoshis moves will give you an edge. 


Egg Seed! 


q 2 љ А. љ 4. Rd 
BYEVEVEVEVEVEVEYEVEVIVEVEVEVES 
There are two Controller options 
for tossing Eggs—one' careful, 
the other hasty. Choose the one 

you like better by selecting the 
GBA icon on the main map. Press 
R to bring up a sight, then line up 
your shot and toss an Egg. 


Dino-Stomp 


Always pound down every post in 
your path. Sometimes you'll need 
to Ground-Pound posts to open 
areas, reveal secrets or clear a 
path for Chomp Rocks. Jump up 
and press Down on the Control 
Pad to perform a Ground Pound. 


Keep a full stock of Eggs at all 
times. The maximum number of 
Eggs Yoshi can trail behind him 
is six, so be on the lookout for 
chances to restock. An Egg shot 
will often reveal a secret area, 
defeat an enemy or help you get 
ап out-of-reach item. 


S die S AM: à 
Some Flowers, Coins and other 
secret items are out of Yoshi's 
reach, but, chances are, there's 
another way to get them. Use the 
sight to take aim, then ricochet 
an Egg into hard-to-reach places, 
like corners and crevices. 


Sharp Downer 


Keep an eye out for passing Fly 
Guys. They often carry valuable 
1-0рѕ, Red Coins or other items. 
The little menaces won't hover 
around for long, so you've got to 
be quick on the trigger to knock 
down their precious cargo. 


е No Leaf Unturned 


Scour every stage for hidden 
secrets. There are often bonus 
areas or secrets in pipes, beneath 
posts and under suspicious- 
looking foliage. Be careful not to 
pass through one-way flippers 
until you've explored an area 
thoroughly. 


You'll be graded in each stage according to how many Red 
Coins, Flowers and Stars you collect. When you fully com- 
plete every stage in a world, you'll unlock its Bonus Chal- 
lenge, in which you can win 1-Ups and items. 


Gold & Red Coins 


ч You'll find many Coins out in the open, but some will be 
hidden. Collect 100 Gold Coins to earn an extra life. Find 
every Red Coin in a stage to earn a perfect score. Red 
Coins are often disguised as Gold Coins. 


Flowers 


Five Flowers are hidden in each stage. Collect all five 
to get a 1-Up and earn a perfect score. Flowers are 
sometimes hidden in secret areas and in Winged 
Clouds, so search for them everywhere. 


Stars add seconds back to your timer. To get a perfect 
score, scoop up every Star ina stage. For a perfect 
score in a stage with a boss, you must collect every 
Star and also defeat the boss with a full timer. 


Bonus Game houses are nestled in many areas of Yoshis 
Island. Find the golden Key to unlock the door, then get 
ready to battle Bandit for prizes. You can play as many 
times as you like. 


Battle Bandit 
Where there's a Bonus ND < 


Game house, there's a Key. Ў 
When Yoshi finds a Key, it f) 
will follow him like an Egg. 
„ Take the Key to the door of the =~ 
Bonus Game house then stand in J 


4) Er Ы =ч the doorway and press Up on the 
кюю Әх $a Control Pad to enter. 
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With Baby Mario perched on his back, Yoshi sets out on his 
journey to find Baby Luigi and return the brothers to 
safety. A world of pastel flower fields and rolling hills 


awaits the pair. 


In Stage 1, hop onto the Chomp 
Rock for an extra boost. You can 
also push Chomp Rocks to bow! 
over enemies in your way. When 
you find a red Tulip, toss an enemy 
or Egg into it while its petals are 
open to get Stars or Coins. 


A few of the Flowers in Stage 7 
can be tricky to reach. To acquire 
every Flower in the stage, you'll 
need to get creative. Pick up ene- 
mies and toss them at Flowers, or 
hurl Eggs so that they ricochet 
into Flowers. 


Burt the Bashful 


There are many pipes in Stage 3. 
Be sure to check all pipes to see 
if you can go down them. Some 
pipes have 1-Ups, Coins or other 
valuable items hidden inside 
them. Check all the pipes on 
every stage. 

HL ж 959% 


Li 


Stage 7 contains a Bonus Game 
house. The Key you'll need to 
enter it is in the Winged Cloud 
above the door. Jump to the right 
of the door, up, then left above 
the door. Break the yellow rock 
above the door to find the Key. 


: WES М. Burt jumps and pounds the 
J 


Salvo the Slime 


Wy 


Via Аласа; А2, 42 22 


пе 


ground, threatening to turn 
Yoshi into a dino-pancake. 
Duck into a safe hole— 
either one—when Burt 
attacks. Catch Eggs from 
the Egg Plant in the center 
of the room and take aim 
quickly. Knock Burt's pants 
off by hitting him with four 
Eggs. 


After he's hit, Salvo will 

move alittle faster and 

break into Lemon Drops that 

Yoshi can slurp up and turn 

into Eggs. Salvo's body 

won't hurt Yoshi, but he can 

push the dino into the lava— 

Stay au ite ЫП ү 

its safer. Four Egg hits wil 

turn Salvo into sludge. aid 


ipe 
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As Baby Mario and Yoshi travel deeper into the heart of the 
island's jungle, mobs of menacing Grinders and hordes of 
savage Spear Guys are just a few of the nasties in their way. 


The Grinders in Stage 1 are diffi- 
cult to defeat and have fruity fire- 
power. Pelt the primates with 
Watermelon seeds or the Green 
Watermelon you'll find. A swift 
tongue attack will also pull them 
from the trees. 


Step lightly in Stage 5—one 
wrong move will send Yoshi tum- 
bling. A few Winged Clouds are 
hidden in the soft, yellow ground, 
so check everywhere. You can 
lick the Potted Spiked Fun Guys 
to create two Eggs. 


Naval Piranha ' : 


[ о [ 


J 
9 
J 


1 


ont 
Beneath the deceptively calm 
waters of Stage 3, huge Nep-Enut 
lies waiting to chomp anyone 
who tries to pass. Keep a supply 
of Eggs on hand. When the blue 
beast draws near, pummel it in 
the mouth to stun it, then pass. 


Practice your expert Egg-bounc- 
ing skills in Stage 8. Many Red 
Coins and Flowers are tricky to 
reach, but well-aimed Eggs make 
getting them a breeze. You'll also 
need your Egg-bouncing skills to 
take out Naval Piranha. 


Kamek usually makes the 
boss you're facing into a 
giant—this time, he shrinks 
you! After Prince Froggy 
gulps Yoshi, it's time to give 
the amphibian a major 
bellyache. Dodge stomach 
acid drops and strike his 
uvula with your Eggs. Make 
more Eggs out of Shy Guys. 


Bounce Eggs off walls to 
strike Naval Рігапһа = 
stem. Jump and hover to 
avoid the piranha's charge 
and vine attacks. When it 
lowers its head before it 
charges, you can't damage 
it. Lick up the Nipper Plants 
and convert them into Eggs. 


Hot on the heels of Baby Luigis captors, Yoshi and Baby 
Mario trek through the jagged mountains and foothills of 
Yoshi's Island. Bowsers lackeys are tough and persistent, 


but Yoshi bravely carries on. 


Koopas and Goombas swarm the 
area in Stage 1. Steal the Koopas’ 
shells from their backs. Leap up 
and drop the turtle shells onto 
your enemies to send them flying, 
but watch out for inbound shells 
that ricochet off pipes. 


As soon as Yoshi sets foot on the 
yellow ground in Stage 4, a Shark 
Chomp will be hot on his trail. 
Sprint to the far-right wall to 
safety. Grab as many Flowers and 
Coins as you can, but don't stop or 
you'll become Chomp chum. 


A Bandit hideout ina crystal cav- 
ern lies deep beneath the surface 
of Stage 1. Watch out for the 
sticky-fingered baby Bandits as 
they leap out from behind large 
crystals. Move fast to keep Baby 
Mario out of their clutches. 


Іп Hookbill's Castle, look for a 
room with an Arrow Wheel and a 
spiked floor. Break through the 
cracked block in the ceiling with 
an Egg. Ride the Arrow Wheel up 
to enter a secret area. Defeat the 
two Mildes to get a Red Coin. 


Marching Milde divides 
each time you Ground- 
Pound it, until it reaches its 
normal size. Hover in the air 
when you're not stomping 
rotund foes. By the time 
Milde is completely divid- 
ed, you'll have a gaggle of 
little critters to clean up. 
Yoshi had better be hungry! 


When he stands, strike 
Hookhbill in the head three 
times with Eggs to knock 
him on his back. While he's 
down, dash up and Ground- 
Pound his stomach. Try to 
hit his head as soon as һе 
stands. When Hookbill is on 
all fours, jump on his head 
for Eggs. 
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Although a Island is a tropical paradise, the highest 


peaks are home to snow-dwelling enemies, like Bumpties, 
Dr. Freezegoods and Mace Penguins. Strap on your skis 


and take to the slopes! 


As Yoshi braves a blizzard and 
dodges Thunder Lakitus in Stage 
1, don't miss a hidden Key. Drop 
and glide carefully down the plat- 
forms to find a Crate holding a 
Key to the Bonus Game house— 
just a snowball's throw away. 
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In Stage 4, enter the first door on 
your left. Use а Winged Cloud 
item to turn the Chain Chomp into 
a Winged Cloud. Use an Egg on 
the cloud, then enter the left 
door. The Message Block inside 
knows a secret code. 


Where there's snow, there's 
snowballs! Find the small snow- 
ball at the beginning of Stage 2. 
Stand behind it and set it rolling 
to create a gigantic all-purpose 
snowball. Roll it over enemies and 
use it for a boost to higher areas. 


Lax lox 


Bouncing Bullet Bills offer a free 
ride to secret areas if you time 
your jump right. In Stage 8, boost 
yourself up to a hidden area by 
catapulting off a Bouncing Bullet 
Bill's back. The secret area holds 
two Flowers and some coins. 


BOSS BATTLES 


Sluggy t the Unshaven 


DC) olo 


SB Ge Ge Ge Ge Ge Ge Ge 


ч Sluggy the Unshaven is a 
real slimeball. Load up on 
Eggs from the Egg Plant on 

the left and strike hard at 
Sluggy to reach his soft, 
gooey center. Aim for his 
heart and shoot accurately. 
Hit Sluggy’s heart three 
times to defeat him before 
he pushes you off the edge. 





Raphael the Raven 


Raphael chases you around 
the moon--he stomps so 
hard that fireballs shoot 
from his speedy feet. Jump 
to avoid his attacks, and 
Ground-Pound the stakes 
when Raphael is on the 
opposite side. Three hits 
will send him spinning into 
the stratosphere. 
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- eerily as Yoshi: nears ing Bowser's Castle. 


hte falling 


and you can hear the faint crying of a baby just beyond 


the horizon. 


World 6 is home to many new 
enemies. Zeus Guys are intro- 
duced in Stage 1. Normal attacks 
can't hurt the punchy, little ninjas, 
but fire and ice can. Use a Blue 
Watermelon or Fire Melon from 
your inventory. 


Speed and precise timing are cru- 
cial in Stage 7. Dash across the 
Countdown Platforms to get 
Flowers and Red Coins. The num- 
ber on each platform indicates 
how many seconds you can stand 
on it before it will fall. 


Someone's blocked Yoshi's 
progress through Stage 4 witha 
locked cork and Salvo looks 
guilty. Hit the goo with an Egg six 
times. If you miss, leave the room 
and restock your Egg supply. 
Defeat Salvo for the Key. 


The entrance to King Коора5 
Castle is guarded by broom-riding 
wizard Kamek, and he’s looking 
for a dogfight. Morph into a heli- 
copter to stave off Kamek’s hot 
pursuit. Duck and dodge Kamek's 
fly-by attacks. 


BOSS BATTLES 


Tap-Tap the Red Nose 
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Aim your Eggs at the color- 
ful floor beneath Tap-Tap's 
feet to break holes in it. 
Green blocks take one hit, 
whereas red and yellow 
take more. Jump and hover 
to avoid the boss and grab 
more Eggs. Once you've 
created a large hole, knock 
Tap-Tap into the lava. 


Ground- -Pound the floor— 
three jolts will knock Baby 
Bowser onto his back. 
After Kamek turns Baby — 
Bowser into a giant, ‹ catch 
Eggs and toss them into his _ 
mouth. Seven hits will cool 

г eff the hotheaded tyrant 
юг оао For more info, 
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After you put Bowser in his place by defeating him, six all-new 
stages will open up—one in each world. These secret stages 
are exclusive to Yoshi's Island: Super Mario Advance з. Muster 
all your expert skills because these stages are the most chal- 
lenging yet. 


A Bonus Challenge is your reward when 
you land on a Flower at a stage Goal. You 
can unlock one Bonus Challenge per 
world. If you can get a perfect score for 
every stage in a world, you'll unlock its 
Bonus Challenge. They're not only tons of 
fun, but a great way to earn 1-Ups and 
other items. 





The Flip Cards game is 
about pure chance. Flip 
cards to win items—if you 
get Kamek, you lose: 


WORLD Hs 
Wes 


(SI 











The Match Cards Game 
tests your memory. Match 
all the cards on the board to 
win all the items. 


Scratch three spaces in the 
Scratch and Match Game. 
Uncover Baby Mario faces 
to win up to five 1-Ups. 


Bet Yoshi lives in the 
Roulette Game. You may win 
hig or lose it all—choose 
your number wisely. 


With Mario and Luigi reunited and back home where they belong, 0 
the Yoshis are left to bask in the tropical sun and swap tales of their AA 
grand victory. If you're hungry for more info about Yoshis heroic 
adventure, keep an eye out for Nintendo Power's Yoshis Island: Super Mario Advance 3 Players 
Guide for complete maps of every stage, detailed boss tips, cool secrets and more! v: 
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You've got only one shot in 
the Drawing Lots Game. 
Turn over one card to win an 
item...or see Kamek. 





Play the Slot Machine Game 
to win extra lives. Cross 
your fingers and test your 
luck in this game of chance. 
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Sega, THQ and Codefire 
deliver a blast from the 
= past with the first 
Smash Pack for 

GBA, reviving three f 
classic Genesis titles. 


EVERYONE 











© 2002 THO Inc. SEGA CORPORATION, 2001, 
2002. Sonic The Hedgehog ©SEGA, 1991. Sonic 
Spinball SEGA, 1993. Golden Axe SEGA, т 
1989. Ecco the Dolphin OSEGA, 1993. GSI: 


Violence 






Think back to 1989 when Golden Axe was first released. Brittany Spears was clocking time 
on "The Mickey Mouse Club," George W. Bush's father was the country's president and the 
Star Wars saga was still a trilogy. Relive an earlier era with Golden Axe in its Game Boy 
Advance resurrection. Even multiplayer capability is still intact via the GBA Game Link 














Since his debut more than 10 years ago, Sonic has been one busy little hedgehog, appearing in 
over 30 titles. His role as a pinball remains one of his most unusual. Sonic Spinball delivers the 
frenzied pace that is the trademark of all Sonic games—it's what makes them so addictive. For 
those unfamiliar with the game, Sonic Spinball alone justifies the purchase of the first Sega 
Smash Pack on GBA. 






Yes, 1993 was a good year for large, friendly marine mammals. Free Willy charmed millions on 
the big screen, while Ecco the Dolphin made a huge splash on Genesis. The brilliance of Sega's 
first Ecco title lay in its enchanting underwater scenery and magical sea sounds—not to men- 
tion its unique game play, which simulated dolphin behavior. It's all been recreated beautifully 
on Game Boy Advance. 
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SIGOPDENIAXE 













Sega built a multiplayer adventure of its own that became a 






















Gilius Thunderhead 


The familiar 
dwarf with the 
green tunic is 
arguably the 
most powerful 
player in the 
game, occasion- 
ally wielding the 
Golden Axe and 
striking enemies 
down with light- 
ning. He can also 
lower his helmet 
and bowl over 
opponents. 












Rent-a-Dragon 


" 









A unique aspect of Golden Axe is the option to steal a beast for trans- 
portation. It’s even more fun when two players fight for the same ride. 
Knock an enemy off an animal and walk toward the fallen beast to com- 
mandeer it. Press A to use the animal's attack skills. 





Battle Ram High 5trike 





Tap twice on the Control 
Pad to charge toward an 
opponent. If you get 
enough speed, you'll knock 
an enemy down. 


When you're faced with 
tall foes, leap into the air 
and swing at the top of 
your jump— you'll strike 
your enemy in the head. 


In the wake of the landmark side-scroller, Double Dragon, 


Despite drastic differences in their physical appearances 
and fighting styles, the legendary Golden Axe trio bonded determined to avenge the murder of their loved ones. 


Dig up those old-school gaming skills—it’s time, once 
again, to fight an epic battle. The royal family has been cap- 





n 


As the staple 
He-Man look- 
alike, Ax Battler 
swings a deadly 
sword and pos- 
sesses a sculpt- 
ed body and long 
hair. He has more 
skills than the 
typical muscle- 
bound warrior— 
his mushroom 
magic can flat- 
tenanentire 
army in seconds. 


Blazing a Trail 





Dragons are outstanding 
weapons—they scald anything in 
their paths. Retain dragons for as 
long as possible. 


Leaps of Faith 


In the old days, hopping over 
pits was one of the most 
perilous gaming tasks. 
Position yourself on the 
very edge before leaping. 


while on a mission of retribution. As a group, they were 


Tyris Flare 





tured and the townsfolk are fleeing Turtle Village. Choose 
your favorite character and prepare for an onslaught. 





offering three playable heroes, each with unique attributes | 
and powers. Gamers encountered а degree of variety that they 
instant classic. Golden Axe pushed the genre to a new level Бу Һай never experienced before. 





Proving that she's 
more than just a 
pretty face, Tyris | 
became the hero | 
of choice thanks | 
toher wicked fly- f 
ing kick and over- | 
whelming magic | 
spells. Enemies | 
don't stand a 
chance against 
her gargantuan 
curtains of blazing 
flames. 









strike enemies from above. As 
long as you keep swinging, they'll | 
have a hard time harming you. HI 


| 
| 
| 
| 
I 


Take advantage of platforms to | | | 


agic Trick 


Add to your arsenal of magic 
power by catching dwarfs that 


scramble across the screen. | 
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Pinball purists might scoff at the outlandish style of Sonic Spin- 
ball, but theres no denying its incredibly addictive game play. 
The goal of each level is to collect three emeralds and defeat the 


Toxic Caves 


There are five sections that you must access in the Toxic Caves: 
the starting room, two side rooms, the cart room and the boss 






SEI 


flippers to send Sonic flying through the tunnels. 


Ready the Ramp 
E E EUM B Thereisa tiny opening in 

each side room that leads 
to a lever, which you 
must hang from to lower 
the ramp for the cart. You 
can't get the emeralds 

jj without the ramps. 







Lava Powerhouse 


The Lava Powerhouse has two nearly identical sections, one 
above the other. Each contains two open areas and a steam 


Ready, Aim, Fire 





loop and shooting out of the canon 
to clear the blocked passage. 


Three hits will bust the gate. to continue. 


Up, Lip and Away 





ЕСП СРІМРЛІП 


Drain the Slime, Open the Tunnels 


E»? Sb AS) 


Bounce around the first area until you pull one of the rings at the top of 
the screen and drain the slime. Two tunnels will open—they'll allow 
Sonic to access the rooms to the left and right. Use the center of the 








Full Steam Ahead //2 


Once you're inside the steam room, press the A Button to puff Sonic up 
toward the flashing arrow. You can use the chickens for extra leverage. 
Retrieve the emerald and coins in the room above and head back down 


| tobreak open passages. 


j| push your way up lengthy 





boss. To succeed, you'll have to bounce around and uncover pas- 
sageways, levers, slides and even warps. You've never played pin- 
ball like this before. 









room. Both side rooms will lead to the cart room, and you can 
fight the boss only after collecting all three emeralds. 


Barrel Bustin’ Gettin’ Loopy 










Once you've reached one of the 
side rooms, cruise through the tun- 
nel three times to bust the barrels 
and open the path to the cart room. 


If you're having a hard time landing 
inside the tube, circle the worm 
loop three times to break the door 
and open the pathway. 


Go for a Ride 
3 3 Once you reach the cart room, 
= ride down опе of the tracks to 

} recover an emerald. If you 
haven't pulled the correct lever 
before riding the cart, you'll 
return to the start. 


room. Unlike in the first level, there is no platform to prevent 
Sonic from expiring if he slips past the flippers. 


Seesaw 





ТЕТИГИ ИТ 


Ca Te 


PTS = das PIS 


Jump onto one side of the fan to 
force the creature on the other 
side into the air. You'll be launched 
into the next zone. 


More Steam 


The jets in the second 
steam room will not be 
functional until you collect 
all the emeralds. Use the 
same technique you used in 
the first steam room to 
push Sonic through. 


Continue to use the canons 
Prepare to use steam jets to 


tunnels. Tap the A Button 
rapidly to ascend the shafts. 
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The Machine 


The Machine isn’t as vast as the other levels, but the zones are 
more difficult to reach. There are two areas on either side of 


Feel the Power 


УЫ 
° 
Launch into the power chambers three times to open the door to the 
circular container. Collect the first emerald inside. After you recover all 
five emeralds, the container will spin and drop you into a new area. 


Sonic Maneuvers 


«7 : Sonic doesn't have much 
opportunity to use his 
unique skills, but they're 
available when needed. 
When faced with a dead 
end, perform a superspin to 
cruise up steep ramps. 








Showdown 


The final level is loaded with pitfalls, so keep those flippers 
moving, especially when free-falling into unknown territory. 


Safety Net Bust a Move 


н [m 
Before moving ahead, hit the 
three green targets on the left 
andright sides of the first area to 
plug the holes with rocks. 


Blocked Off 


From the starting room, 
exit through the left hole 
in the roof and drop down. 
| Break more blocks until a 
path is opened. Fly 
through the windsock to 





Smack the large red buttons at the top of the screen to break the four 
blocks and open the ramps on either side of the room. After you break 
the blocks, you can exit into the outer areas. 


the starting room, an animal prison and a boss room. You 
must recover five emeralds and free the animals. 


High Octane 


minui LN N 


Use the floating platform to reach the room on the left. Drop into one 
of the pistons and soar upward, where a single flipper awaits. Use the 
base of the flipper to send Sonic flying up the wall to the left. 


Free the Animals 


You'll have to hit a cage 
several times to openit. 
Bounce around and knock 
into as many as possible. 
Try to open them all for a 
500K bonus. There is an 
emerald in the center cage. 


There are several sections to explore, including three inside 
rooms, two outside rooms and a bomb room. 


Hooked on Sonic 


/ 


Watch for ramps that lead to 
small platforms below dangling 
hooks. Pull the hooks to access 
helpful bridges and flippers. 


Bombs Away 


After collecting the emer- 
alds, you can use the bomb 
springs to propel Sonic into 
the boss room. Alternate 
between the two lines of 
springs to send Sonic soar- 


get an emerald. ing upward. 


Bonus Levels 


After you've successfully completed each level, try to accumulate more 
points by winning various minigames. Each game provides a collection 
of objects that you must knock away with a maximum of three balls. 
Bonus levels are helpful for breaking high scores. 
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With dozens of levels and a multitude of enemies—such as why Ecco became an instant favorite. Put on some head- 
sharks, jellyfish and prehistoric sea creatures—it's easy to see phones and dive deep into the beloved classic. 


To the Ocean Depths 


To succeed as Ecco, you'll have to undertake a number of uncover opportunities to refuel your supply of oxygen and 
daunting tasks: You'll use sonar to discover hidden routes, break cryptic messages to reveal clues. 


Dolphin Speak Land Leaping Fresh Air 


Press A to emit sonar and chat with Escape from dead ends by launching out of the water and over small Keep an eye on the meters in the 
other creatures. Communication is islands. You'll need to gain speed to complete jumps successfully. upper-left corner. When you're 
the only method for uncovering the Press the B Button and the Control Pad simultaneously when you're running low on oxygen, make a 
mysteries of the sea. near the surface to leap into the air. quick dash for the surface. 


Mysterious Glyphs Breaking Through Map the Territory 


ж 


The large crystals сап send messages, open To charge toward an obstacle, press and Hold down the A Button to reverberate your 
passageways and impart new songs. hold the B Button, then release it. Ecco's sonar through currents and caverns. The 
snout will bust through most obstructions. color-coded map shows all critical items. 


Plow the Field Going against the Flow 


You can ward off enemies once Use sharp objects, such as Strong currents will prevent you from accessing important 

you've learned new songs. Earn shells, to clear a path through areas of the game. Use heavy rocks to block the flow of the 

special powers by singing to shells. blocked areas of the ocean. water—you'll give yourself access to swim freely through 
uncharted sections. 


Innovative games stand the test of time and are passed 
down from one generation to the next. Bundling classics 
has become a popular trend—with Sega fully immersed in 
game development, expect to see more Smash Packs in the 
near future. But until then, Sonic, Ecco and the Golden Axe 
trio should provide plenty of old-school fun.& 
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1 9 The Ultimate ov 520/0009? w ясе; 
7 Gaming Rig!! Rattlebrain 


“We Make You Think...” 
———— rattlebrain@mac.com 


















You have the POWER. In this contest you don't rely on the luck-of-the draw. 
You determine if you win or not. You win by outscoring others in a game of skill. Can 
you solve the puzzle below? It looks EM e, but it's only the start. Each of five more 
puzzles will get harder. But this time its all up to you. Stay in to the end with the high- 
est score and the gear is yours. With whatever options you want. Do you have what 
it takes? Try your hand and play to win! 


Computer Contest. Win a tricked out gaming computer with 20 Ghz 
Pentium 4, 1 Gig. RAM, 120 Gig. HD, DVD, Windows XP, Nvidia 3D card and more! 


Video Game Contest. Play on the hi-tech cutting edge with this line-up: 
Nintendo Gamecube, GameBoy Advance and $1,000.00 in games YOU choose! Bonus 
options include: Microsoft XBox and Sony Playstation 2!, 33” television gaming 
Monitor, cash, accessories and more! 


Media Rig Contest. The Ultimate Gaming Environment, 60 inch HDTV mon- 
itor, 130 watt receiver w/ Dolby Digital, DVD and all components shown. Win DSS 
Satellite Receiver as a BONUS OPTION! This rig will blow you away! 


We're talkin’ GAMING HEAVEN! 

Directions, Fill in the Mystery Word Grid with words going across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 
In the future. For each contest there will be four more puzzles at $2.00 each 
and one much tougher final at $1.00 which will be sent to you by mail. You will have 
3 weeks to solve each puzzle. We don't know how many will р ау but typically 55% 
will have the highest score possible score to Phase І, 43% to Phase Il, 36% to Phase 
ІІ, and 32% to Phase IV. Highest score in the final determines the winner. If players 
are still tied they will split the value of the grand prize they are playing for. 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 
ГІ ($3.00) Video Game Contest 

O ($3.00) Media Rig Contest 

ГІ ($3.00) Computer Contest 

ГІ ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


Age 


TVW ANY ало 


Address 


с 


а” 
А WRECK. 


057 


ity State Zip 


CASH, CHECK, MONEY ORDER ТО: © 


RATTLEBRAIN, Р.О. BOX 9315 
PORTLAND, OR 97207-9315 


VOID WHERE PROHIBITED • ENTRY DEADLINE: POSTMARKED BY Dec. 28th, 2002 * ENTRY FEE MUST BE INCLUDED. 


Only one entry per person, Suppliers of Ratlebrain, Inc. ineligible. Not responsible for lost or delayed mail. Judges decisions are 
final. Open to residents of the U.S. and Canada. Winners determined no later than 6/28/03. You can request Winners List and 
Official Rules by writing: Rattlebrain Rules, 1511 SW Park Av #1102, Portland, OR 97201-7806. Merchandise names and models 
are trademarks of their respective companies who, along with this magazine, have no affiliation with this contest (And, if you've 
read all this you have the personality type to win) ©2002 Rattlebrain, Inc. 


Verifiable retail value of contest prizes: Media Rig $7,012.00, bonus options $4,699.00. Computer $2,500.00, bonus options $3,587.00. Video Game $900.00, bonus options $4,799.00. 


MYSTERY WORD CLUE: 
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 





7 2”? 
SUPERHERO. 










p MARVEL PlayStation.2 


ACTIVISION: p ы 


activision.com MARVEL, X-Men, and all Marvel characters: TM and 2 2002 Marvel Characters, Inc. All rights reserved. www.marvel.com. Game собе 4 
4 Publishing, Inc. Activision is a registered trademark of Activision, Inc. and its affiliates. All rights reserved. Licensed for play on the 

















“PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment. Inc. Microsoft, Xbox, 
US, and/or other countries and are used under license from Microsoft. TM, @ and the Nintendo GameCube logo are trademé 
the Interactive Digital Software Association. All other trademarks and trade names are the properties of their respective: 





SUPERHERO POWERS TO TAHE ON OTHER 


X-MEN—IT'S THE MOST INTENSE 
FIGHTING YOU'VE EVER EXPERIENCED. 





BATTLE THROUGH EXPANSIVE 3-D 
LEVELS THAT RECREATE EPIC COMIC 
AND FILM SUPERHERO BATTLES. 





INCREDIBLE COMBINATIONS AND 


SMOOTH ANIMATION BRING 24 
DIFFERENT X-MEN MUTANTS TO LIFE. 








SY 


NEXT DIMENSION 


AVAILABLE LATE OCTOBER 2002 









EVERYONE 
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Mild Violence 


CONTENT RATED BY 
ESRB 


POWER PLAY 
If you have a Game Boy Advance 
and a Nintendo GameCube Game 
Boy Advance Cable, you can con- 
nect the systems and download a 
Crash minigame to your GBA. 








Crash Bandicoot makes his first appearance on the Nintendo GameCube in Crash Bandicoot: 
The Wrath of Cortex. Game play variety is the heart of the title—you'll need to run, jump, swim, 
fly and roll your way across numerous wacky levels before the day is won. 


z- 
a 24 au 


Vost levels are linear, forward- 
scrolling affairs, but you can occa- 
sionally find a secret off the beaten 
path. In the first area, jump on the 
mastodons head for an extra life. 








d. eg 


Anytime you see a platform marked 
with a question mark, jump on it and 
see where it carries you. You'll usu- 
ally find a special item or a secret 
area at the end of the line. 








When you collect 100 pieces of 

fruit, you'll earn an extra life. If you 
smash every crate in a level, you'll 
be rewarded with a gigantic jewel. 


Each time you are victorious in a boss 


| battle, you'll earn а сага that grants 

| youa special power. You must use 

| some of the powers in certain situa- 
tions, but others just give you a leg up 

| onenemies in general. Experiment 

| with your newfound powers to dis- 

| cover where and when they are most 

| effective. 





The sleepy burg of Bubble Town is in trouble once again, and it’s up to you and Cubix, every- 
one’s favorite robot, to save the day. The meat of the game is Story Mode, where you collect 
robots and have them battle each other—but the title also contains a slew of fun minigames. 


EVERYONE 


Mild Violence 


CONTENT RATED BY 


eae 7 

4, р 

EPU Chip played by 

Plager 1! Press. 
Button 


| қ 3 | Wires 
POWER PLAY | ( T 2 | Player Tz Press" A T9 T6198 
Cubix’s minigames are a ho 
can have up to four people 
the fun or play solo against the com- 
puter. You'll have to unlock many of 
the minigames in Story Mode. 


There are five types of robots— 
Power, Fire, Water, Electric and 
Radiation—and some types have an 
advantage over others. Examine a 
robot by pressing R before a battle. 


You can use EPU chips in battle. The 
chips give your robots special pow- 
ers—such as increased attack 
power—for a turn. If your attack 
misses, the chip is wasted. 








Why are eggs like a puzzle game? 
They both get scrambled—ha 
ha! Eggs and puzzle games come 
together in one magnificent 
package with Kemcos Egg 
Mania: Eggstreme Madness for 
the GCN. Build up instead of 
tearing down in a pleasant twist 
on a familiar genre. 





If you get your hands on a bomb, 
hang onto it for a few moments 


Egg Mania strategy is simple: 


Quick Shoes are another helpful 
Construct a solid tower of blocks 





before water comes in and fills the 
playing area. You'll get power-ups in 
addition to the blocks. The Filler 
power-up, which looks like a trow- 
el, is very handy. 


before tossing it back. If you chuck 
the explosive too soon, your oppo- 
nent will have time to hurl it back 
onto your side before it blows. 


power-up. They make your egg of 
choice move faster so you can 
place blocks at a quicker rate. Once 
you get the shoes, jump up to meet 
the falling blocks and shave even 
more time off your score. 





| Your robot friends are powerful allies 
| but not invincible. You must find bat- 
| teries to recharge your bots and 


restore their energy. Batteries are 
locatedin plain sight all over Bubble 
Town. If you're low on juice, grab all 
the batteries in an area, leave, then 
return—there will be more batteries 
for the taking. 


-s 


sap TOBATTUE 





You'll usually hit an opponent on 
your first attack, so open a battle 
with an Aggressive move. If the 
attack succeeds, use a Standard 
maneuver in round two. 





POWER PLAY 


Your tower will crumble if you 
don't build a wide base, but you 
can cheat a bit near the top. If 
ou're about to reach the end 
and are їп а tight race), build 
your last few levels skinny and 
tall—by the time the tower 
falls, you'll already be safe. 








Plan your strategy carefully! In the 
above shot, the egg on the left has 
become trapped in a corner. If you 
want to build a tall segment of your 
tower, make sure that you stand in 
the middle of the screen, not near 
the edges. 








If punches and kicks had an 
odor, youd be able to smell what 
The Rock was cooking in The 
Scorpion King: Rise of the Akka- 
dian. You'll need all of the kings 
special moves and weapons to 
defeat the hordes of baddies bent 
on your destruction. 


Violence 








If you get stuck in an area and can't 
find an exit, just follow the Rock's 


In the first town, kick out the 


You begin the game with little more 
chocks that hold the wagon's 


than a snazzy loincloth and a pair of 


lead and start smashing things. In 
the above shot, the Scorpion King 
has to break some scaffolding to 


wheels in place then jump on top of 
the wagon and ride it to the far wall. 
Climb on top of the roof and follow 


large fists. As you get deeper into 
the game, you'll find shields, 
swords and other useful weaponry. 


create aramp to the next area. the ledge to reach a Red Jewel. 








EVERYONE 
o 


Mild Violence 
Mild Lyrics 


CONTENT RATED BY 





p 


Each level has multiple objectives, 
but you don't need to complete 
them all if you want to unlock the 
next area. In the first level, simply 
complete the cone slalom and set a 
new high score to open up the sec- 
ond level. 


When you reach the second level, 
smash all the garbage bins and set a 
new high score to open area three. 
Your biggest enemy is the clock— 
unlike Aggressive Inline on the GCN, 
all the levels in the GBA version are 
timed—so work quickly. 


POWER PLAY 


Halfpipes are good places to score 
big points, especially if you link 


combos together. Pick a skater 
with a high Air rating if you want 
to use halfpipes. 





















POWER PLAY 


Run and press the Y Button for 
a powerful special attack that 
strikes all enemies within 
range. It's a great way to get 
out of trouble if you're backed 
into a corner or surrounded by 
angry enemies. 


The combos aren't difficult to pull 
off, but they can be tricky to 
remember. Press the Start Button 
to pause the game and check out 
the list of moves you've learned. 


The Nintendo GameCube isn't the only place to find the world's best bladers. Aggressive Inline 
for the GBA puts all the fun and challenge of the GCN version into the palm of your hand. It 


eU у ске 


In Level 3, look for a long rail with 
five rings at the top. Grind the rail 
and grab the rings to complete one 
objective and earn a ton of points 
toward the high score. There are 13 
different levels in all. 


| The best way to score points is to link 


high-scoring combos together. Don't 
push yourself too hard! It's better to 


е | score 5,000 points than to fall at the 


end of a 10,000 point combo. Practice 


| blading for a bit so you can learn when 


to bail on a combo. 









Take control of Britain's only WRC champion with Colin McRae Rally 2.0 for the GBA. Though 
it shares a number of features with another Title Wave game, V-Rally 3, Colin's adventure has a 
feel that’s all its own. 
Choose from three different 
EVERYONE modes—multiplayer, rally 
^ or arcade—customize an 
off-road racing machine 
comer aren and go for the world cham- 
pionship! 





Саг Select 





cob 
Weight is an important considera- You must customize your vehicle They don't call him "Colin McCrash” ^ Colin will yell out directions as you 
tion when selecting a vehicle. before the big race. The gearbox, for nothing. The game accurately drive. Use the advice by tapping on 
Heavier cars are a lot easier to con- tires, suspension, power ratio, recreates Colin's pedal-to-the- the Control Pad in accordance with 
trol, but they won't accelerate as brakes, brake bias and steering metal style, so steering canbeabit his instructions (two Right, three 
quickly as a lighter car. Start with a will all need attention before you tricky. Go slowly until youlearnthe Left and so on). Also, use the on- 
big car and work your way down. start out. limits of your car. screen arrows to plan ahead. 







SPONGEBOB SQUAREPANTS: 
REVENGE OF THE FLYING DUTCHMAN 






On a quest to recover his lost pet snail, Gary, SpongeBob SquarePants stumbles upon the Fly- 
ing Dutchman, a pirate who yearns for gold doubloons and hidden booty. Guide SpongeBob 
through multiple areas as 
you try to recover the 
EVERYONE pirates 10 treasures and 
earn a secret wish. The plat- 
form adventure is suitable 
for all ages, though the hard 
difficulty setting may frus- 
trate younger players. 


Comic Mischief 


CONTENT RATED BY 
ESRB 


(аға Т 





SpongeBob uses different kinds of As you get deeper into the game, Since Mr. SquarePants is a sponge, If an enemy is on your tail, hide in 
bubbles to help him through the you'll find that you must plan ahead. he can float through the sea by the coral! If you see a square- 
various areas. Each type of bubble Don't just grab the first new type inflating himself. Press the A shaped hole, hold Up on the Control 
has a special power—some let you of bubble that you see—make sure Button once to jump, then press it Pad and press the A Button. You'll 
jump higher, some trap enemies and that you don't need your current again to float. The maneuver is use- jump into the gap and stay there 
Some break walls. type before switching over. ful for crossing wide gaps. until you press A again. 
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Turok returns to portable gaming with Turok: Evolution for the GBA. While its release date is nearly 
the same as that of Turoks massive GCN adventure, the GBA Turok is a side-scrolling shooter in 
the mold of the original Contra 





| or Rush М Attack. Run, run, run | { POWER PLAY 
| forward while you pick up new |) If you have two Сада (wo. i 
| 7| copies of the game and a single 
Animated Blood | апа more powerful weapons and Gite Link Cable, you can em 
Violence | eliminate endless hordes of |o - up with a friend for multiplayer 
| enemy soldiers. If you like rapid- 5% E action. The multiplayer mode is 
] n 5 cooperative, so you'll have to 
5 У paced button-mashers, Turok is x share weapons and items. 


not to be missed. 













| 
| 
Е 
| 
| 
| 
f 
| 


6 
Jump into pits and foxholes to avoid Land mines will often block your Your enemies aren't limited to small Tanks block your path іп the second 
enemy attacks. You can also duck way. Rather than trying to jump arms fire—they can also launch area. Walk forward until you see 

by pressing Down on the Control over them, look for ared button bombs and mortar shells at you. the barrel of a tank's cannon on the 
Pad. Most enemies aim high, so nearby. Push the button to deto- When you see a white target edge of the screen, then start 

duck and shoot whenever you see nate mines and clear the path appear on the ground, it means a shooting. You'll hit the tank, but it 
fresh foes approaching. ahead. bomb is about to drop—so get out won't be able to fire at you. 


of the way! 











Infogrames brings rally racing to the GBA with V-Rally 3, a racing spectacular that features real 
cars, realistic physics and a whole lot of speed. Pledge your allegiance to one of 10 real-world rac- 
ing teams—including Ford, 


Renault and Volkswagen— | 6 2 ^ ) 0 POWER PLAY 
| then work your way to the ў ^ d VRally 3 offers a unique perspec- 
top of the racing circuit. DN : P" | tive fora GBA racing game—a 

ith ksi Y : 2 first-person viewpoint! Caution - 
| With over 40 tracks in seven © | and care are required when driving 
countries and a great multi- р Р ы in first-person mode. If your car 

4 s с becomes damaged, you won't be 

able to see through the windshield. 


EVERYONE 


player mode, you'll be driv- 
ing for a long time to come. 








Examine the course map before Once you know the lay of the land, As you race, keep a close eye on Small arrows will warn you about 
each race to learn valuable informa- tinker with your car to assure opti- the right side of the screen. It will upcoming curves. If you see a 90- 
tion about weather апа terraincon- mal results. You can adjust your warn you when parts of your car degree arrow, be prepared for a 
ditions. You should also look for auto in five different categories— become damaged. Repair busted sharp turn. If an S-shaped arrow 
sharp turns and other trickery that ^ tires, suspension, steering, brakes parts as quickly as possible or you appears, stick to the middle of the 
might give you trouble. and gearbox. might break down midrace. track. 
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сафа | 
“Rayman Aréha is impossible to put down, | 
especially multi-player.” -PLAY magazine 





“Ubi Softs fimbless hero. will.soon strong-arm | 
the competition..." -Nintendo Power 
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Tibe pul iplayer. fatsyh n Rayman stylE? Race апа Бане 655115 obstacle filled racecourses and 
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THE WARPSTAR KNIGHT-IN-TRAINING 
ACCIDENTALLY ENDS UP AS THE PINK 
PROTECTOR OF CAPPY TOWN. THOUGH 
HE SEEMS HARMLESS, KIRBY HAS THE 
AMAZING ABILITY TO BLOW AWAY THE 
COMPETITION BY INHALING HIS ENEMIES' 
ATTACKS AND SENDING THEM RIGHT 


BACK AT 'EM. 
E 9 ГАЗ 
Z 


THE DAUGHTER OF SIR 
EBRUM AND LADY LIKE IS 
y KIRBY'S BIGGEST BOOSTER. SHE 
p TRIES HER BEST TO PROTECT AND 
DEFEND HER PINK PAL FROM THE Д T 
PEND HER PINK ВАРО тые. KIRBY'S GOT A HEAVY PROBLEM--HE'S UP AGAINST ANOTHER OF 
GUT SHE DOES GET FRUSTRATED WITH KIRBY'S BAD KING DEDEDE'S MONSTERS, THIS TIME A MASSIVE STONE 
EEE SS SUMO WRESTLER NAMED BLOCKY. WILL KIRBY TAKE A CHIP 


^2 OFF THE OL' BLOCKY? OR IS HE ABOUT TO BE ROCKED? 


AS HIS NAME IMPLIES, TIFF'S YOUNGER. 
BROTHER IS ALWAYS UP FOR AN 
ADVENTURE, THOUGH KING DEDEDE AND 
HIS MONSTER MINIONS DO THEIR BEST 
TO PUT HIM DOWN. HE'S ALMOST AS 
FAST AND FEISTY AS HIS SISTER. 


[ine оода. 


THE ROWDY RULER OF DREAM 
LAND IS А ВІС-МОШТНЕР 
BUFFOON WITH А KING-SIZED: 
PROBLEM AND PINT-SIZED BRAIN. 
AS FAR AS HIS SUBJECTS ARE 
CONCERNED, DEDEDE'S A ZERO AND 
KIRBY'S A HERO. SO THE BAD 
GUY'S GOAL IS TO GET RID OF 
KIRBY--FOR GOOD! 


my KIRBY! LOOK 


OUT! 
Eiscangoon с) 


THIS SNARLY SNAIL IS KING DEDEDE'S SURLY 
SIDEKICK. HE TAKES ALMOST AS MUCH 
ABUSE AS HE DISHES OUT. HE'S 
INSULTED AND INSULTING, A RARE 
COMBINATION OF SELFISHNESS, 
PETTINESS AND SURLINESS THAT ONE 
RARELY SEES IN HENCHMEN ANY MORE. 


E m З Е g 
m [Mote allel 


SWORDSMAN WHO'S SHEATHED IN 

ARMOR AND CLOAKED IN MYSTERY. IS. 
HE FRIEND OR FOE? IT'S HARD TO SAY, 
BUT META KNIGHT KNOWS MORE 
THAN HE'S SAYING..AND HIS CONNEC- 
TION TO KIRBY HOLDS THE KEY TO THE 
RIDDLE OF NIGHT MARE ENTERPRISES. 


UME Salas бер) 7 





















































YOU WANT MONSTERS? HE'S GOT MONSTERS! 
A SUPER-SLICK SALESMAN, THIS MAN IN THE 
MONITOR WEARS SHADES 24/7..MAYBE TO 
HIDE HIS EVIL INTENTIONS. KING DEDEDE IS 
HIS #1 CHUMP... MEAN, CUSTOMER. 


DON'T WORRY, 


Rall & Falala | г 4 Е rt KIRBY--BLOCKY 


THESE BUSY BODYGUARDS BUZZ AROUND IN THE BACK- / FLATTENED y OUT, 

GROUND AS TIFF AND TUFF FIGHT TO KEEP KIRBY SAFE. һ BUT WE'LL FATTEN 
— THEY'RE QUITE THE PAIR--YA E 4 ў Y'UP AGAIN/ 

^| CAN'T HAVE ONE WITHOUT 4 ] 2 

RM) THE OTHER. 






HERE IT COMES 
AGAIN! KIRBY ... 
SUCK IT UP! 


SOMETHIN'S THE 
AAATTER, TIFF/ 


> 
YEAH, BUT 
WHAT? 





| ALREADY TOLD СУ" THIS IS 
MY NEST! NOW GET YOUR 


- BIG, PINK PUSS OUTTA HERE! 
T'S TIME FOR YOU ure E АЙ г 
Т' MAKE LIKE А sy > s 
TREE AN' LEAVE! 7% Ке 4 





MOMENTS LATER, 


AS KIRBY AND | WONDER WHY 
FRIENDS HIDE KIRBY COULDN'T 
FROM BLOCKY ... BEAT THAT BLOCK, 


HEY, WHAT'S 
THE BIG IDEA, 
BUSTER--I WAS 
ON YOUR SIDE 
AN' Y' TOTALED 
MY TREE! 


YOUR OPPONENT IS MADE OF A TIFF, META KNIGHT 
SUPER HIGH-DENSITY MATTER. BUT IF YOU CAN WORKS FOR KING DEDEDE-- 
FIND A WAY TO TAKE YOUR OPPONENT'S È- WHAT'S HE WANNA HELP 
STRENGTH AND TURN IT AGAINST HIM, 4 KIRBY FOR? 
KIRBY CAN TRIUMPH. É 


WE CAN FIGURE THAT 
OUT LATER, TUFF, BUT 
RIGHT NOW, WE'VE GOTTA 
GET KIRBY IN SHAPE FOR 


SUPER HIGH-DENSITY? 
WHAT'S THAT MEAN? 


HE SUCKED UP THE 
REGULAR ROCKS, 
NO PROBLEM. 


KIRBY--TRY THAT 
BIG ONE DOWN 
THERE! 


» HOLD ON--WH. 
IF WE WENT THE 
OPPOSITE WAYZ, 


EVEN FOR KIRBY, 
IT'S IMPOSSIBLE TO 
SUCK THOSE ALL THE 
WAY UP HERE. 





І KNOW | HEARD KIRBY WON'T 
THE SOUND OF BE RUNNIN' 
SUCKING OVER HERE NOWHERE WHEN 
SOMEWHERE. BLOCKY GETS DONE 

WITH 'IAA! ; 


DO WHAT Y'wANIT TO, 
BUT YOU'RE NOT GONNA 
RUN KIRBY OUT O' 
CAPPY TOWN. 


OK, KIRBY! YOU 
KNOW WHAT T' DO! 


THEIR OPPONENT'S WEIGHT 

WAS ITS GREAT STRENGTH. 

NOW THEY HAVE TURNED IT 
TO THEIR ADVANTAGE. 





DON'T BE TOO 
HAPPY--KIRBY ONLY 
SUCKED UP A PIECE 

O' BLOCKY! 


LOOKS LIKE 
KIRBY CAN COPY 
THE MONSTERS 

HE SUCKS UP! 


BLOCKY, YOU'RE 
STILL THREE TIMES 
THE SIZE О' KIRBY! 

CRUSH HIM 
INTO GRAVEL’ 


you oume {о 
BLOCKHEAD! v 


WE'RE SUNK 
АМ" SO IS HE! 





YEAH! YOU DID 
IT, KIRBY! 


ГМ GONNA 
WELL, SIRE, IT JUST MISS MY LITTLE 
GOES TO SHOW YOU BLOCKY! 
THAT Y' SHOULDN'T ] 
TAKE MONSTERS 
FOR GRANITE. 


WE THINK A STAR WARRIOR 
DESERVES A NICE PLACE T' 
LIVE--SO WE ALL PITCHED IN 
АМ" BUILT У YOUR VERY 
OWN HOUSE! 


b 


j < у С? 
"^ масом  ( Y A 
HOME, KIRBY! 





KIRBY GOT HIS 
TREE HOUSE 


THROW KIRBY 
OUT OF HIS OWN 
HOUSE?! 


A @ Ў p 9 

; ) | | 
Wane NY СТЕ; Ue ЕТЕП Waren 

WHAT THE PLACE WAS LIKE, VM DEOUSURHEO ЕЕ exo ат 


AN' I TOOK A LIKIN' TO IT, 


SO I'M MOVIN! IN. Saturday, Morning, CLO [ 


THIS IS 
KIRBY'S 
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Fights, flights and footwork figure into Fox McCloud’s big adventure. 


Fox McCloud shows that hes more than just a jet 
jockey in his battling and puzzle-solving GCN star- 
ring debut, developed by Rare. When Dinosaur 
Planet begins to fall apart, the inhabitants call on 
Fox McCloud and the Star Fox team to help put it 
back together. In addition to the item-finding and 
boss-battling activities that are bread and butter for 
big adventures, SFA features Arwing space battles, 
jet bike races and dinosaur rides. Fox fights off 
armies of baddies and opens up new areas with a 
versatile staff, which he upgrades over the course of 
the adventure. He can use it to fire projectiles, pro- 
duce a freezing mist, rocket up to high ledges 

shake enemies off their feet. For much of the adven- 
ture, Fox has a dinosaur sidekick, named Tricky, who 


can dig up hidden items and burn away obstacles | 
with his fiery breath. In addition to exploring a 
handful of huge, secret-packed locations on B 
Dinosaur Planet, Fox flies to the planets four 
enemy-ridden satellites. The game's detailed graph- 


ics stand alone as the best we have seen for the Nin- 
tendo GameCube thus far and the music is so 
well-crafted, it will stay with you long after your 
adventures are complete. 


COMMENTS: Jenni—Fox and friends look fan- 
tastic. 105 nice to see a beloved character in a new 
type of game. Scott—Whether you're a veteran of 
past Star Fox games or just an action fan, Rare hasa 
sprawling and captivating adventure that will sat- 

isfy your adventuring needs. Its a Rare 

treat. Alan—It's easy to see why the title 


won Best Graphics at Ез this year. There | 
are some clever puzzles to figure out, | 


plenty of space combat and the usual 
almost-maddening-but-ultimately-very- 
rewarding level of difficulty that we've 
come to expect from Rare. 





pe 1 player 
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Become a video-game villager in a world without end. 


Live life in a virtual world that thrives 24-7. The 
ambitious and groundbreaking life simulation 
game, Animal Crossing, uses the GCNS internal 
clock, so the hilarious happenings in your randomly 
generated village occur in real time and daily events 
will keep chugging along even if your game is shut 
off. If you reenter your village after a long hiatus, 
weeds will be plaguing the landscape because of 
your neglect and your animal neighbors will tell you 
how they've missed you. It's all part of the tailored 
charm that makes AC one of the most personalized 
gaming experiences available. 

To build relationships with the endearing animal 
inhabitants, you'll spend a lot of time running 
errands and delivering items—similar to carrying 


2 


The GoldenEye 007 team aims for another shooter. It's about time. 


GoldenEye 007 for the N64 is revered by fans of 
first-person shooters, and the members of the orig- 
inal development team have formed Free Radical— 
the company behind the equally amazing shooter, 
TimeSplitters 2. Bringing back all of the elements 
that helped GoldenEye hit the bull's-eye with FPS 
fans, TimeSplitters 2 blows away other shooting 
games, with improved features, such as razor-sharp 
AI, bullet-blazing action, cool weapons, deep multi- 
player shoot-outs, a co-op adventure and levels you 
can build from the ground up. 

The game feels like GoldenEye for the next gener- 





ation, and the time-traveling action spans nine set- 
tings, including the Wild West, a futuristic robot 
factory, 1895 Notre Dame Cathedral and Aztec 


Ж \ | | | | у 


out trading sequences and side quests in adven- 
ture games. Your efforts often pay off in cool col- 
lectibles, including funky furniture (there are 
hundreds upon hundreds of different pieces), 
which you can use to decorate your home. Players 
can even unlock hidden NES games (complete old- 
school classics!), design clothing patterns, access 
special AC features on the GBA and more. 
The games all about experimentation, self- 
expression and interaction, and your actions affect 
everything in the town. If you visit a friend's village 
(using saved Memory Card data), some locals might 
relocate to the other town. If you've ever wanted to 
live in a video game, AC is for you. It’s just like life— 
the possibilities are endless and so is the fun. 


COMMENTS: scott—Yes, it’s a bit 


weird, but it becomes part of your day in a 





| 
4 
| 


{| way that other games cant, because its | 


always changing and there's always some- 
BU] thing to look forward to. Alan —You could 


| play this game for years and still see new f 


and different things. 


Bis 


ruins. The smart enemies know when to duck for 
cover or ambush you, and you'll need plenty of 
stealth and strategy to avoid getting ventilated. 
Memorable, top-notch music sets the appropriate 
mood for every era, and the smooth graphics never 
trip up no matter how heated the firefights get. 
Objective-based Story Mode features run-and- 
gun action, sneaky infiltrations, escort missions 


conten 
ES 


and even a co-op mode. For arcade-style action, | 
players can test their skills in Challenge Modes 18 | 


timed scenarios. What will really keep trigger-happy 
gamers smiling is the superior Multiplayer Mode, 
which boasts over 90 playable characters, devious 





bots and a MapMaker Mode for players who want | 
to design their own arenas and scenarios. TS2 is the Ё 


best shooter since GoldenEye. 


COMMENTS: Jason—The incredibly 
deep game play, high-caliber action and 
replay-pushing MapMaker Mode qualify 
TS2 as the ultimate in shooting excel- 
lence. Scott—An action experience fans 
can't afford to miss. 
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Few stunt games come close to capturing the slick 
tricks and free-wheeling fun of Tony Hawk, but 
Acclaim’s new extreme game deftly busts out butter- 
smooth combos and gnarly action that puts the 
game right in line with the Pro Skater series. Aggres- 
sive Inline more than skates by with more than a 

| dozen characters, including legendary pros Jaren 

| Grob, Chris Edwards and Taig Khris. Easy-to-link 
combos and the quick-firing “Action Button” make 

| it easy to mix it up with insane grinds, air tricks, wall 
flips, pole grabs and hand plants. The tight play con- 
trol and excellent game mechanics enable you to 
crank out sick tricks faster than the hard-driving 
rhythms of the games sound track, which includes 
Sublime, P.O.D. and Hoobastank. 





Available exclusively on GCN, Super Monkey Ball 2 
rolls out over 150 new tracks and 12 arcade-style 
minigames. The game introduces plenty of new fea- 
tures, including Story Mode—a 100-track challenge 
that features zany cinema scenes starring Super Mon- 
key Ball heroes Aiai, Meemee, Gongon and Baby. 
Despite the familiar primate posse, the game 
doesn't ape the original—it runs with the concept and 
has a ball with it. Unlike the original Super Monkey 
Ball, the sequel gives players unlimited chances to 
complete Story Mode. You'll need them, too, since 
SMB2 emphasizes booby-trapped tracks over the pre- 
cision-based challenges of the first version. While 
SMB2 still tests your nerves of steel with serpentine 
pathways for you to navigate, the new version is much 
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The intense inline action takes you through 
seven big areas filled with interactive obstacles, 
non-player characters (who give you objectives) and 
cinematic events to trigger (which revamp your sur- 
roundings and change the layout of the levels). 
Since the fun comes in freestyle exploration, AI 
does away with timed levels and replaces the clock 
with a Juice Meter. A steady stream of stunts keeps 
the meter filled, and the level ends when the meter 
bottoms out. In addition to tricking to stay juiced, 
you'll be busy tackling the 30 to бо objectives con- 
tained in each level. With a park editor, multiplayer 
competitions, mad combos, ever-changing environ- 
ments and tons of attitude, Aggressive Inline skates 
to the head of the stunt-game pack. It doesn't rip off 

Tony Hawk—it rivals it. 


4 COMMENTS: 

] levels and innovative tricks make for end- 
less game play. —The biggest 
improvements over the Hawk franchise 
are the no-time-limit runs and attribute- 
building aspects. 


—The enormous 


bigger on stages loaded with conveyor belts, roving 
goal posts and springy launchpads—all require stop- 
and-go timing instead of steady steering prowess. 
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GAMECUBE = 


• 1 to 2 players 
simultaneously 


e 7 levels 
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For party animals, SMBz sports a jungle of fun in Г 


the form of 12 minigames. The six minigames from 
the original SMB—Monkey Billiards, Monkey Bowl- 
ing, Monkey Fight, Monkey Golf, Monkey Race and 
Monkey Target—have been revamped with new fea- 
tures (including tandem fliers in Monkey Target) and 
modes. Moreover, the game also features six new ape 
activities—Monkey Baseball, Monkey Boat, Monkey 
Dogfight, Monkey Shot, Monkey Soccer and Monkey 
Tennis. Each Party Game offers endless fun, so you 
practically get 12 stand-alone games with your Super 
Monkey Ball rocking and rolling. 


COMMENTS: —The new stages 

М] require you to figure out their tricks more 
B than the old stages did. —There are 
so many Party Games with so many dif- 

d ferent modes, you'll never be bored with 
them. —Pure fun. The immense 
challenge will make a monkey out of you. 


• 1 to 4 players 
simultaneously 


© 12 minigames 
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i CAPCOM VS. SNK 2 ED 


| The stars of Street Fighter and over three dozen 
| other anime-style brawlers from the Capcom and 
SNK universes clash in the special GCN-exclusive 
“EO” version of the finger-numbing arcade game. 
Short for “Extreme Offense,” the EO feature was 
tailor-made for the GCN Controller, and players will 
be able to unleash devastating special moves by tap- 
ping the C Stick. The new Controller configuration 
will help rookies get the hang of the complex fight- 
ing game, while seasoned vets can choose to play 
with the games traditional six-button format. 
True to the arcade game, Capcom vs. SNK 2 EO is 
a 2-D melee that’s punched up with searing speed 
and rapid-fire attacks. Success is all in the timing, 
and the blazing action offers enough challenge and 
ROS m отш 


The third installment of Super Mario Advance is ап 
updated version of the Super NES classic, Super 
Mario World >: Yoshis Island. In the GBA version, 
the platformer' six worlds (with eight levels apiece) 
are spruced up with new sounds (the yelps and coos 
with which Yoshi is typically associated have been 
added), the classic Mario Bros. arcade game and six 
all-new secret levels, which you can access once you've 
conquered the games original 48 levels. 

Fondly remembered for its stylish, scribbled graph- 
ics, Yoshi’ Island looks as charming as ever and plays 
like the original. Gamers explore the fun worlds as 
Yoshi with Baby Mario riding piggyback. If Yoshi gets 
hit by an enemy, helpless Baby Mario will float away 
in a bubble. Before the timer expires, you must 


intensity that even the nimblest pros will be 
knocked out. If that’s not enough for you to keep 
up with, the hard-core fighting game boasts multi- 
ple “Grooves,” or fighting styles. The Groove 
option enables your character to emphasize certain 
offensive and defensive techniques, and you can 
adjust your fighter’s strength level with the new 
Free Ratio System. 

The unrelenting game features six modes of play, 
and all of the brutality looks and sounds like the 
arcade original. Perfect for fighting-game fans who 
want to give their fingers a workout, Capcom vs. 
SNK 2 EO hits hard and plays even harder. 


COMMENTS: — Fighting aficionados will go 
4 to town with Capcom vs. SNK 2 EO, but 
Й normal folks and hobbyists might be 
| overwhelmed by the sheer number of 
options in the game. Solid, if complex. 
—If you yearn for the glory days of 
Street Fighter, you'll be in brawler heaven. 
— It's fast, beautifully rendered and 
full of challenge. 


retrieve Baby Mario or you'll fail the level. Scrambling 
after a lost baby is no easy task, and the baby-sitting 
aspect adds a frantic element to the game. Moreover, 
Yoshi's unique abilities— particularly his talent for 
gobbling up enemies and transforming them into 
egg projectiles—make for an entirely innovative gam- 
ing experience. The fun egg-launching system enables 
you to target enemies and blast them with eggs, and 
Yoshis morphing abilities mix up the game play by 
allowing you to transform into a tank, car, train, sub- 
marine and helicopter. Crammed with an excellent 
variety of platformer fun, egg-shooting action and 
plenty of hazards for you to protect little Mario from, 
Yoshi's Island is one baby worth going gaga over. 


COMMENTS: --І never get 
tired of having Yoshi eat things. With 
the often brilliant level designs, you've 
gota recipe for long-term enjoyment. 
—It has everything a gamer 
Й could want, including challenge, hid- 
den stuff, replay value and a healthy 
helping of Miyamoto magic. 
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* Capcom 22 
LE to 2 players 
simultaneously 


* 44 characters 


Suggestive Themes| 
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е Nintendo/32,Megabits: 


• 1 to 4 players 
simultaneously 


* Multi-Pak Game Link 
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by WRATH OF CORTEX 

| Universal Interactive «>? 
* 1 player 

| © GBA connectivity 


Mild Violence 


—— 
| CUBIX: ROBOTS FOR 

| EVERYONE: SHOWDOWN 

| «300 <> 


e 1 to 4 players simultaneously 


| EGG MANIA: EGGSTREME 
| MADNESS 
eKemco «4 
91102 players simultaneously 


| THE SCORPION KING: RISE OF 

| THE AKKADIAN 

| * Universal Interactive Ey 
* 1 player 

| *12 environments 
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| “ТН0/64 Megabits 

| Ħ1 to 4 players simultaneously 
* Multi-Pak Game Link 
EVERYONE 


Violence 


AGGRESSIVE INLINE 


* Acclaim/64 Megabits 
e 1 to 2 players 
e 13 levels 


Mild Violence 
Mild Lyrics 
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77. Crash introduces the GCN to the 

7 Bandicoot brand of high jinks and high vari- 

“ ety. Most of the 30-plus levels аге соһес- 
tion runs in which you follow a fixed path 

through 3-D platformer levels (similar to Pac-Man 
World 2). Other levels have you dogfighting, rolling in 
a sphere Monkey Ball-style, fleeing toward the cam- 
era or piloting a vehicle. The sheer variety of game 
play is noteworthy, as is the game's GBA connectivity 
function, which offers a downloadable target game. 


* 
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77%» The basic nuts and bolts of 3005 robot- 

* battling game is like Pokémon Stadium, 
% but the crafty combat is more interactive 
since your split-second timing determines 


» whether you land a hit or a miss. Moreover, Show- 


down features top-down adventuring, obstacle- 
dodging and puzzle solving between battles. One to 


"two players can battle in Vs. Mode, and up to four 


players can compete in Showdown's 16 minigames. 
Like the robots, 3005 great game is for everyone. 
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» While Kemco's puzzle game looks like 
>” Tetris, it has a totally different feel since 
ы you control an egg character who must 
scramble up the puzzle pieces to reach the 
top of the playing field. The fun take on stack-'em- 
ups puts you in the middle of the action as you try to 
arrange falling pieces into a solid structure. Cool 
power-ups enable you to shell out whammies against 


кл! your rival, and it's all pure, frantic fun. It's what it's 


cracked up to be—puzzle action with personality. 
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> Ina3-D hack-and-slash game similar to 

” Gauntlet and Mystic Heroes, players will 
ы һе able to lay the smack down оп mythical 

beasts in 12 ancient environments. Inspired 
by The Rock’s hit film, Rise of the Akkadian arms the 
future king with wham-bam weaponry, including 
staffs and swords, and pits him against armies of 
Anubis warriors and other foes. Cool moves, interac- 
tive environments and obstacles aplenty highlight the 
action-packed beat-'em-up. 
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+" Sega Smash Pack from THO squeezes 
:Б2 three classic Sega console games— 
Ecco the Dolphin, Golden Axe and Sonic 
Spinball—into one GBA game. The motley crew 
of games is packed with great fun for fans of all 
genres. Ecco offers side-scrolling adventuring, 
Golden Axe is like a medieval hack-and-slash 
version of Final Fight, and Sonic Spinball mixes 
the hedgehog's kinetic fun with full-tilt pinball 
action. It's a great value. 
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- > Acclaim’s GBA version of Aggressive 

Inline is just as impressive and fun as the 
GCN game. Though the objective-based 
sessions are timed in the handheld version, the 
game rolls out the same cool stunts (like spinning 
around poles) and a similar sound track (complete 
with vocal tracks). Slick graphics, responsive 
controls and great level design highlight what's 
sure to be the start of a spectacular series of 
extreme games. 
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YOU BUILD THE TRUCKS. GOD BUILDS THE TRACKS. 
Get revved up for the most insane off-road racing game to hit Nintendo 
GameCube. 4x4 EVO 2. With more than 40 upgradeable vehicles and 
over 30 treacherous tracks, you're either in the lead, or you're eating dirt. 


0) мем Vehicle Career Replay 002290 Me Oe 
| Purchase Vehicle 


ті Start to cont 


LOGITECH SPEED FORCE 
force feedback wheel, 3 
4x4 Evo2, the 4x4 Evo? logo, Terminal Reality, and the Terminal Reality logoare trademarks of Terminal Reality, Inc. Al rights reserved. TM. $ and the Nintendo GameCube logo are trademarks of Nintendo. Black Label. Games, the Black Label Games Logo, 
Vivendi Universal Games, and the Vivendi Universal Games Logo ate trademarks of Vivendi Universal Games, Inc. in the U.S. and/or other countries 








COLIN MCRAE RALLY 2.0 | сооп LL + æ -Ubi Soft rally racer hits the road with pj py жз 
* Ubi Soft/32 Megabits B- е 1 five cars, including the Mitsubishi 
* 110 4 players simultaneously Yt sad S Lancer, Toyota Corolla, Subaru Impreza, р Wr te tr 
. ы | s Ford Focus and Ford Puma. The six-track game 

Single-Pak Game Link >; 4 
lays down plenty of twists and turns, and the | „л. Ж 
spoken warnings from the navigator аге а nice, 


helpful touch. Two to four players can link up 
and race simultaneously using one Game Pak, JASON tors 


and the fun ride features Arcade, Championship, 
Single Rally, Single Stage and Time Trial Modes. STEVEN Le 0.0. 
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SPONGEBOB SQUAREPANTS: нок езе 2 The hopelessly happy Nickelodeon star 
REVENGE OF THE y 9, (с = soaks up another helping of platformer AUN жуса 
FLYING DUTCHMAN | қ ч fun in Revenge of the Flying Dutchman, à — cunis Wr tr tk 
* THQ/64 Megabits | side-scroller that's superior to ЗН рге- 
• 1 player | 2: Ў б vious outings. Great graphics, goofy music and 
| M the entire kooky cast of the show add life to the GEORGE 0:06 . 


deep-sea derring-do. The game offers plenty of 
collectibles to find and clever ways of navigat- scor 00 0 í 


ing the areas (including capturing jellyfish in 
bubbles to use them as platformei. STEVEN к 























TUROK: EVOLUTION Ache SOR ^3 Turok: Evolution storms onto GBA with a 
* Acclaim/64 Megabits |! | + ©" Contra-style ШЕЛ dune bat. AAN куй 
* + 17512 tler. When native warrior Tal’Set and his 
1to 2 players simultaneously 1 Á nemesis, Tobias Bruckner, are pulled from a bat- CHRIS 0 0.0 í 
* Multi-Pak Game Link ET m -- tlefield in 1886 and thrown into the Lost Lands, ^ vns. Pa sr yy 
ДО; Ж : ' you must take on Bruckner's new army and a Н 
| ' group of fierce dinosaurs in an intense test of 
Animated Blood % ə * , | survival. Choose between two н rani JENNI e$ 0 6 í 
iol е : » nrc ters and more than eight weapons including a 
Migtence au э „= war club and a grappling hook. STEVEN tort wr 
V-RALLY 3 =% Shift into simulation-style rally racing in yay hy yy yyy 
e Infogrames/32 Megabits | Е um ШШ tapar ne e ШЫ m 
в E J layers can race for 10 different licensei 
г : un annia чш. f n i teams, including Volkswagen, Ford, Peugeot, CHRIS 0:205) 
Min d Қ f » с me) Renault, Fiat and Citroén. Grease monkeys can GEORGE tr ty te tr 


tinker with their car's tires, suspension, steering, 


brakes and gearbox, and you'll need to tweak the 
handling to survive the marathon tracks of twist- JENNI жж Le 


ing roads covered with snow, dirt and rain. With 
superb 3-D effects, V-Rally 3 offers miles of fun. STEVEN Wr wr wy 











©. » DBZ fans won't want to let Infogrames’ 
card game get lost in the shuffle. Based ALAN tris 


on the collectible card game, the virtual CHRIS wy tr 


DRAGON BALL 7: 


l — ы] 
COLLECTIBLE CARD GAME = 
• Infogrames/64 Megabits о з= " 








• 1 to 2 player simultaneously version challenges players to battle through five 
* Multi-Pak Game Link E levels of characters to earn booster packs. 
zm Players can customize decks using over 300 GEORGE ter tr 
cards from the Frieza, Saiyan, Trunks and JASON tor tr 


Andrgid zegasas well as Virtual cards accessi- 
е only on GBA. As a bonus, each game comes 
packaged with a limited edition collector card. STEVEN Wr try 














; Like the movie it's based on, xXx is 
* Activision/64 Megabits loaded with high-octane action and CHRIS trots 


1 3 adrenaline-soaked thrills. The 11-level 
А Дй Д adventure features nine areas of side-scrolling GEORGE teas 
shoot-out action, and three missions of Road JASON tr tr vy 
JEXHUS S Rash-style motorcycle combat. The driving lev- 
4 els roll out smooth, 3-D action and the run-and- 
^ T - gun missions boast Eu weapons; including seo Wir wry 
iolence assault rifles and exploding darts. If it's action 
you're shooting for, xXx marks the spot. STEVEN 2274 


xXx 
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‘play аме progression. 





5 and themed епетіеѕ. 


[ 7 unique Characters and 10 scooters can be unlocked, customized, and used by the player. 


Ө Dozens of tracks from 4 genres: hip-hop, rock, punk, and techno spread throughout the game. 
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GUEST REVIEWERS’ SCORES 


Ap ay ч» ^ 


Blood and Gore 


Violence 
see Now Playing 


v.158 for more info 





GUEST REVIEWERS 
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LOST KINGDOMS | Bo A : e ne ci ЖЕШ GUEST REVIEWERS’ SCORES 





* Activision 


see Now Playing 
v.157 for more info 
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NBA STREET feet fima р NAStreetrocks!Itsmore funthanNBA К | 


* EA Sports Big 





GUEST REVIEWER'S SCORE — 


"A"A A" 


see Now Playing 
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EVERYONE 


Mild Violence 


„Ай Rights Reserved. 


001 Nintendo. The ratings icon is a trademark of the Interactive Digital Software Association. 


LOOK AT IT, THIS 771294 
You EITHER WALK/AWAY 


Dyrfahted and trademarks of BattleBots®, Inc. © 2002 Majesco Sales, 


22 


© 2002 “and BattleBots®and 21! characters and designs are 
and Game Boy Advance is a trademark of Nintend: 





è : è 

“$ М 7 * CONTROL ONE OF 16 REAL BATTLEBOTS, AS SEEN ON TV, OR BUILD YOUR OWN. THEN 
LET THE STEEL CRASH AND SPARKS FLY. COMPETE WITH UP TO 4 PLAYERS IN THE 
BATTLEBOX (ALL KILLSAWS AND PULVERIZERS INCLUDED) OR ENTER THE 4 NEW DEADLY 
ARENAS. ANY WAY YOU CHOOSE TO PLAY, THE GOAL IS THE SAME: SURVIVE. 
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www.majescogames.com 
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Е Redes WWW. 25521 com 













STLE- 


{ | Mild Lyrics 
Suggestive Themes 
Violence 


ШЕТ REVIEWER 


GUEST REVIEWER'S SCORE à 
















DISNEY'S MAGICAL 
ШЫ STARRING 
ICKEY AND MINNIE 


• Nintendo 


GUEST REVIEWER 


GUEST REVIEWER'S SCORE 

















MARY-KATE AND | 
] ASHLEY: GIRLS 
ТИБЕТ GUT 


J| • Acclaim 









GUEST REVIEWERS | à 


GUEST REVIEWER S SCORE 


















To describe their unique, 
personal tastes, each of NP's 
diverse critics has ranked 10 
game genres in order of prefer- 
ence, with the favorite type of 
game appearing first. 





The Entertainment Software 
Rating Board evaluates each 
games content and assigns one 
of the following ratings to 
reflect the appropriate age 
group for the game. 
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ADVENTURE ARCADE FIGHTING 













же” GBA 2) opc > NUMBER OF MEMORY CARD BLOCKS REQUIRED 


2 ©®@Ф©@®@ 


PLATFORM PUZZLE RPG 
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SHOOTER SPORTS STRATEGY 
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To contact the ESRB, call 1-800-771-3772. 























nintendopower.com 








DUEL-MONSTERS 
ARRIVES ON THE 


GAME BOY” ADVANCE 
УА 












Create а deck with over 800 cards ІШІ 





Collect over 12 kinds of booster 





packs and find those rare cards of new monsters, magic and traps 


arks of Nintendo. 


у Dueling starts from 





|. CORPORATION, ™, ® and Game By Advance are trader 





i Ж. Deck-building, |f vou haven't P 
H the heart for it, there's no 
H hope for victory. 
H S 
H Duel against a friend or challenge Win the World Championship 
А Yugi, Kaiba, Joey апа all your Tournament and become the 
B favorites from the TV show ultimate duelist 
EVERYONE 





Konami в a rec: 
“THe ratings icon 
E 
EH 
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© 1996 KAZUKI TAKAHASHI 


TALK TO A GAME COUNSELOR 


For Help Playing Any Nintendo Game 


1-900-288-0707 


U.S. $1.50 per minute 
1-900-451-4400 
Canada $2.00 per minute 
(1-425-883-9714 TDD) 


6 a.m.-9 p.m. Pacific time, Monday-Saturday, 
6 a.m.-7 p.m. Sunday. Callers under age 18 
need to obtain parental permission to call. 


NINTENDO POWER SUBSCRIPTIONS, 
RENEWALS, BACK ISSUES, 

PLAYER’S GUIDES 

AND MORE 


www.nintendo.com/consumer/magazine.html 


Your NSIDER power source to 
everything Nintendo. 


www.nintendo.com 


Try www.nintendo.com 
or e-mail us at: 
nintendo@noa.nintendo.com 


www.nintendo.com/consumer/index.html 


arena@nintendopower.com 
classified @nintendopower.com 
epic@nintendopower.com 
pulse@nintendopower.com 
nowplaying@nintendopower.com 
pokecenter@nintendopower.com 
poweron@nintendopower.com 


Nintendo Power 
PO Box 97033 
Redmond, WA 98073-9733 























rogue.nintendo.com 
store.nintendo.com 
www.animal-crossing.com 


www.gameboy.com/goldensun 
www.gameboy.com/mariokart 
www.gameb о; 
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www.nintendo-e-reader.com 
www.nintendogamecube.com 
m/supermarioadvance — www.nintendopower.co 


1-425-885-7529 


Prerecorded Game Tips and Future 
Product Information 

Get complete game walk-throughs on the most popular games for 
the Nintendo systems. This call may be long distance, so be sure to 
get permission from whoever pays the phone bill before you call. For 
a complete list of games available on the power line, check out: 


www.nintendo.com/consumer/gameplay/powerline.html 


1-800-255-3700 
(1-800-422-4281 TDD) 


Note: We are unable to answer game 

play questions on this line. 

6 a.m.-9 p.m. Pacific time, Monday-Saturday, 
6 a.m.-7 p.m. Sunday. French- and Spanish- 
speaking representatives are available. 


2 


Video game-related: 


Jeff Bafus, Nintendo of America 425.882.2040 
NP.advertising@noa.nintendo.com 


Non-video game-related: 
Peter Guenther, Magazine Partners, Inc. 312.364.9001 
pguenther@earthlink.net 


For Rate card, ad specs and other advertising information, 
please go to www.nintendopower.com/rates.html 


www.pokemonstadium.com 
www.radiozelda.com 
ashbros.com 
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GAUNTLET Gfb>mipway 


DARK LEGACY’ 


у Games West 
logo are registered 


ion in the U.S. and/or other countries and are used under license from Microsoft. 





trademarks of Nintendo. “PlayStation” and the “PS” Fami 





THE GAME WHERE YOU AND 3 BUDDIES ALL GET TO BE HEROES. 
ONLY THING IS, ONE OF YOU HAS TO BE THE CHICK. 


inse by Midway Home Entertainment Inc. TM, ®, Game Boy Advance and the Nintendo GameCube logo ar 
іс. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporati 








2000 Midway Games West Inc. All rights reserved. MIDWAY and the Midway logos are trademarks of Midway Amusement Games, LLC. GAUNTLET DARK LEGACY is a trademark of Midway 





trademarks of Sony Computer Entertainment 
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Get your friends together for the original, all-4-one, 
one-4-all, hack-and-slash, free-4-all. Gauntlet Dark Legacy 
brings all the excitement, fun and camaraderie of this 
classic to Nintendo GameCube™, PlayStation*z computer 


entertainment system, Xbox™ video game system — and now 





the Game Boy? Advance ! 


AVAILABLE NOW AVAILABLE NOW AVAILABLE NOW AVAILABLE FALL 2002 


"c 
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Blood 


GAME BOY AVANCE Violence 














we NINTENDO 
САМЕСОВЕ. 


TITLES CURRENTLY AVAILABLE 


ADVENTURE 

Animal Crossing 

Batman Vengeance 

Disney’s Magical Mirror Starring Mickey Mouse 
Disney’s Tarzan Untamed 

Eternal Darkness; Sanity’s Requiem 

Luigi's Mansion 

Pikmin 

Resident Evil 

Sonic Adventure 2: Battle 

Spider-Man 

‘SpyHunter 

Star Wars Rogue Squadron II: Rogue Leader 
Turok: Evolution 

Universal Studios Theme Parks Adventure 


ARCADE 

18-Wheeler: American Pro Trucker 
Gauntlet: Dark Legacy 

‘Super Monkey Ball 

Super Monkey Ball 2 

Top Gun: Combat Zones 

UFC Throwdown 

WWE Wrestlemania X8 


FIGHTING 

Barbarian: The Age of Zaugg 
Bloody Roar: Primal Fury 
Legends of Wrestlin 

Super Smash Bros. Melee 


PLATFORM 

Bomberman Generation 

Disney's Donald Duck: Goin’ Quackers 
Pac-Man World 2 

Super Mario Sunshine 


PUZZLE 
Tetris Worlds 
ZooCube 


RACING 
Burnout 

Cel Damage 
Crazy Taxi 
Driven 
Extreme G 3 


Freekstyle 

Jeremy McGrath Supercross World 
MX SuperFly 

The Simpsons: Road Rage 
Smashing Drive 

Smuggler's Run: Warzones 

Wave Race: Blue Storm 


RPG 
Lost Kingdoms 


SHOOTER 
James Bond 007 in Agent under Fire 


SPORTS 

2002 FIFA World Cup 
Aggressive Inline 

All-Star Baseball 2002 
All-Star Baseball 2003 
Beach Spikers 

Dark Summit 

Dave Mirra Freestyle BMX 2 


GAME 


INDEX 


VOLUME 161—Octoser 2002 


Aggressive Inline (GBA): 178, 196 

Aggressive Inline (GCN): 104-108, 194 

All-Star Baseball 2003: 97 

Animal Crossing: 50-56, 143, 193 

Animal Crossing (e-Reader): 134 

Area 51: 22 

Balloon Fight: 132 

Batman: Dark Tomorrow: 58-62 

Batman: Vengeance: 97 

BloodRayne: 113 

Capcom vs. SNK 2 ЕО: 124-128, 195 

Colin McRae Rally 2.0: 179, 198 

Crash Bandicoot: The Wrath of Cortex: 176, 196 
Cubivore: 23 

Cubix: Robots for Everyone: Showdown: 177, 196 
Defender: 26 

Disney's Magical Quest Starring Mickey and Minnie: 202 
Disney/Pixar's Monsters, Inc. Scream Arena: 113 
Donkey Kong Jr. 131 

Doom Il: 22 

Dragon Ball Z: Collectible Card Game: 198 
Dragon Ball Z: The Legacy of Goku: 151-155 

Egg Mania: Eggstreme Madness: 177, 196 
Eternal Darkness: Sanity's Requiem: 100, 200 
Excitebike: 133 

Freaky Flyers: 26 

Fireblade: 23 

Four Horsemen of the Apocalypse: 22 
Freekstyle: 96 

Game & Watch Gallery 4: 26 

Godzilla: Destroy all Monsters Melee: 114 
Golden Sun: The Lost Age: 156 

Harry Potter and the Chamber of Secrets (GCN): 110 
Ice Age: 100 

Jeremy McGrath Supercross World: 94 
Justice League: 26 

Kelly Slater's Pro Surfer (GCN): 23 

Knockout Kings: 23 

The Legend of Zelda (GCN): 27 

The Legend of Zelda: Oracle of Ages: 98-99 
The Legend of Zelda: Oracle of Seasons: 98-99 
LEGO Island Xtreme Stunts: 22 

Little League Baseball: 22 

Lost Kingdoms: 200 

Lunar Legend: 150 

Manhole: 134 

Mario Party 4: 26 





Send your letters and art to: 
Nintendo Power Player's Pulse 
PO Box 97033 





Mary-Kate and Ashley: Girls Night Out: 202 
Medal of Honor: Frontline: 27 
Metroid Fusion: 25 
Metroid Prime: 24 
MLB SlugFest 20-03: 95 
Monster Force: 97 
Mortal Kombat: Deadly Alliance: 26 
MX Superfly: 96 
NASCAR Heat 2: Road to the Championship: 23 
NBA 2K2: 97 
NBA Street: 200 
Phantasy Star Online: 150 
Pikmin: 97 
Pinball: 132 
Pokémon (all): 142 
Pokémon (e-Reader): 134 
Redcard 20-03: 95 
Resident Evil Zero: 111 
Risk: 23 
Robotech: BattleCry: 74 
light of 100 Frights: 114 
n King: Sword of Osiris: 100 
ise of the Akkadian: 178, 196 
Sega Smash Pack: 168-172, 196 
Shox: 23 
The Simpsons: Road Rage: 96 
Sonic Mega Collection: 22 
SpongeBob SquarePants: 
Revenge of the Flying Dutchman: 179, 198 
Star Fox Adventures: 34, 36-43, 192 
Super Bust-a-Move 2 (GCN): 23 
Super Mario Sunshine: 84-91, 142 
Super Monkey Ball 2: 118-122, 194 
Super Smash Bros. Melee: 95, 142 
Tennis: 133 
TimeSplitters 2: 66-72, 193 
Tony Hawk's Pro Skater 4: 23 
Turok: Evolution (GBA): 180, 198 
Turok: Evolution (GCN): 112 
V-Rally 3: 180, 198 
Wolfenstein 3D: 100 
Worms 3: 22 
WWE Wrestlemania X8: 202 
xXx: 198 
Yoshi's Island: Super Mario Advance 3: 34, 160-165, 195 
Zapper: 26 














proprietary rights. Submissions will not be returned to onnumber of eligible entries received. Many will enter, a 
you. None of the Submissions shallbe subject to any obli- few will win. No transfer or substitution of prizes permit- 
gation of confidence on NOA's part, ап NOA shall not be ted, except that NOA may substitute a prize of equal or 
Hable for any use or disclosure of any Submissions. You greater value for any prize. For a copy of these rules, or a 
agree that NOA willownallrights to the Submissions ог. К 


ist of winners, after February 1, 2002 and before January 


ESPN International Winter Sports 2002 
ESPN MLS ExtraTime 2002 
F1 2002 


FIFA Soccer 2002 
Home Run KING 
Madden NFL 2002 
Madden NFL 2003 
MLB anen 20-03 


NBA 2 

NBA Courtside 2002 
NBA Street 

NCAA Football 2003 
NFL 2K3 


NFL Blitz 20-02 

NFL Blitz 20-03 

NFL QB Club 2002 

NHL Hitz 20-02 

RedCard 20-03 

Sega Soccer Slam 

SSX Tricky 

Tony Hawk's Pro Skater 3 
Virtua Striker 2002 
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Redmond, WA 98073-9733 


PLAYER'S PULSE ART OF THE MONTH 
OFFICIAL CONTEST RULES 


Nopurchasenecessary to enter or win. Purchase will not 
increase odds of winning. Only U.S./Canadian residents 
(excluding Puerto Rico and Quebec) who are not employ- 
ees of Nintendo of America Inc. ("МОА") or its affiliates 
(or their immediate families) are eligible to enter. The 
sponsor of the Contest is NOA of Redmond, Washington, 
Void where prohibited, To enter print your name, address, 
telephone number, on your art, and mail the entry to this 
address: NINTENDO POWER, ÉLAYER S PULSE. LO. BOX 
97033, REDMOND, WA 98073-9733. Enter as often as you 
wish, КОА is not responsible for. a) late, lost, illegible, or 
misdirected mail or without the appropriate information 
accompanying them; (b) disruptions or damages due to 
events beyond NOAS control; or c) printing or typograph- 
ical errors. The Contest will be run monthly from January 
1,2002 to January 31, 2003 or until Nintendo discontinues 
the Contest (the ”Term”). Material submitted to NOA in 
connection with the Contest (e.g, art, letters, creative 
suggestions, ideas, notes, drawings, concepts, or other 
information (collectively, the "Submissions:), shall be and 
shall remain the property of NOA upon submission, 
including all associated copyright, trademark and other 


ever and throughout the world, and NOA may use the 
Submissions in any manner or medium now existing or 
developed in the future, without any compensation to 
you ar any ether person or entity. You may only submit 
material that is original and has not been copied from any 
other work. Any material you submit must not violate, 
misappropriate or infringe any copyright, trademark or 
other proprietary right of any other person or entity. All 
entries must be received by NOA by the last day of the 
month in order to be eligible to win a prize for that month. 
Each month during the Term of the Contest, NOA will 
select from all entries receivedin the previous month the 
eligible entrant who submits the one (1) entry which an 
independent judge determines, in his or her discretion, to 
be the most apt, original, interesting and creative “Art of 
the Month”. NOA will attempt to notify winners by mail 
by the 20th of the following month after winner selec 
tion. Prize: NOA will award one (1) Nintendo Power T-shirt 
each month to the winning entrant whose artis selected 
as “Artof the Month”, Approximate Retail Value (ARV) of 
prize package is $10.00. Prizes returned as undeliverable 
or not otherwise claimed within 30 days after notifica- 
tion or which are undeliverable will be forfeited and will 
not be awarded to an alternate winner. Unless prohibited 
by law, winners consent to МОА5 promotional use of 
their names, likenesses and other personal information 
without further compensation. Odds of winning depend 


31,2003, senda stamped, self-addressed envelope to the 
address above. WA/VT residents may omit return 
postage. TAXES ARE WINNERS’ SOLE RESPONSIBILITY. 
Canadan duties and brokerage ee/taxes may apply 
Prizes won by minors will be awarded to a parent/legal 
guardian on their behalf. All prizes are awarded "AS IS" 
and WITHOUT WARRANTY OF ANY KIND. Winners (andif 
winner's minor his or her parent/legal guardian) may be 
required to execute an affidavit of eligibility and release 
of liability as a condition of award, By entering, you (and, 
if you area minor, your parents or legal guardians) release 
NOA, its parent, and their affiliates, directors, officers 
and employees from any liability for any claims, costs, 
injuries, losses or damages incurred in connection with 
the Contest or any prize (including those related to per- 
sonal injury, death, damage to property, and rights of pub 
licity or privacy). Entrants agree to be bound by these 
Rules and NOAS decisions, which are final. МОА may 
change these Rules and/or suspend or cancel the Con- 
test at any time if causes beyond NOAS control affect 
the administration of the Contest or NOA otherwise 
becomes (in its sole discretion) incapable of running the 
Contest as planned, Any provision of these Rules deemed 
unenforceable will be enforced to the extent permissible, 
and the remainder of these Rules will remain in effect. 
The Contest and all accompanying materials are Сору: 
right © 2002 Nintendo. All rights reserved. 
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56" Panasonic® TV - Nintendo GameCube™ 
5 cool games “ Extra controllers! 





Nintendo GameCube™ 
100 ist prizes 

Game Boy? Advance 
380 2nd prizes 

Software Cash™ 

4500 3rd prizes 

Chips Deluxe? Cookies 
í 5000 4th prizes 











Look inside < 
pecially 
marked packages!” 


MANY WELL PLAY. 
10,000 CAN WIN, 


OFFICIAL RULES — NO CHASE NECESSARY. PURCHASE WILL NOT INCREASE ODDS OF WINNING. 1. HOW TO PLAY: Game starts 9/22/02 and nl IAS E when game piece/wrapper supply is exhausted, whichever occurs first. Look inside 
specially marked. рр of Keebler® Chips Deluxe® cookies and check the plastic tray for a red, green or purple cookie in an individual wrapper. If: D find a red, ‘purple cookie in an individual wrapper, the prize message on the wrapper tells you the 
prize you have won, subject to verification. IMPORTANT: COOKIE MAY BE EATEN, BUT SAVE THE INDIVIDUAL WRAPPER. TO CLAIM YOUR PRIZE, YOU MUST SUI MIT TE COMPLETE WRAPPER FOR VERIFICATION. (See Prize Claim instructions, Rule #4). 
If you do not find а red, green or purple cookie in an individual wrapper with a prize message, you аге not a winner. To obtain a game piece without purchase and а copy of the complete Official Rules, send a hand-printed self-addressed stamped envelope ( 
residents may omit retum postage) to: Keebler® Chips Deluxe® ‘Find A Colored Cookie’ Game Piece & Rules, P.O. Box 8419, Dept. CD, Prospect Heights, IL 60070. Requests must be postmarked by 1/31/03 and received by 2/10/03 and will be honored while 
supplies last. Limit one request per outer envelope, One. E piece per request. No postage metered, photocopied or mechanically reproduced requests accepted. By participating in the instant-win game, participants agree to these Official Rules and that the 
decisions of the judges (an independent judging firm) will be final and binding in all respects. 2. ELIGIBILITY: Open to legal residents of the 50 United States and District of Columbia, except employees of Keebler Company, its parent company, subsidiaries, 
affiliates, advertising, promotion or other agencies involved with this promotion and the immediate families or household members of each. All federal, state and local laws and regulations apply. VOID OUTSIDE THE 50 UNITED STATES AND D.C. AND WHERE 
PROHIBITED. 3. AVAILABLE PRIZES AND ODDS: Twenty (20) Grand Prizes: Panasonic 56” TV and a Nintendo GameCube™ and accessories. Approximate retail value (ARV): $4,169.95 each. Odds of winning: 1:195,750. One Hundred (100) First Prizes: 
Nintendo GameCube. ARV: $150.00 each. Odds of winning: 1:39,150. Three Hundred-eighty (380) Second Prizes: Game Boy Advance. ARV: $80.00 each. Odds of winning: 1:10,302. Four Thousand-Five Hundred (4 500) Third Prizes: Software Cash. 
Certificate (redeemable for games and other software at over 10,000 retailers in the U.S. 5); ARV: $25.00 each. Odds of winnit 870. Five Thousand He ,000) Fourth Prizes: Coupon redeemable for a free package of Keebler® Chips Deluxe® cookies (up to 18 02.). 
ARV: up to $3.29 each. Odds of winning: 1:783. Total ARV of all available prizes: $257,749.00. All properly claimed prizes will be awarded. 4. HOW TO CLAIM A PRIZE: To redeem prizes, print your name, street address, city, state, m code, day and evening 
phone numbers and age on a piece of paper and send along with the origin idual wrapper from your red, green or purple cookie (do not send the cookie itself) or the original game piece you received by mail to: Keebler Chips Deluxe& "Find A 
Colored Cookie" Prize Claims, P.O. Box 8501, Prospect Heights, IL 60070. Retain a photocopy for your records. Evidence of deposit in the mail will not constitute evidence of receipt by Sponsor. Participant assumes all risk of loss, damage, destruction, delay 
and/or misdirection of mailed materials and should consider sending their game piece/wrapper by certified mail and obtaining postal insurance. Prize claims must be received by . Game pieces/wrappers submitted become the property of Keebler 
Company and will not be returned. Prize claims must be verified by Promotion Activators, Inc., an independent judging organization whose decisions shall be final in all matters. ters. Any game pi plecelwrapper that is hat is tampered wi with, illegible, forged or blank in whole or 
шн, Шин or that ones И оша. ЧООК, mechanical nhe s or is not zd c CINE 
obtained legitimately will be deemed null and voi lo more than the stated number of prizes wil ауга at any prize т 

level. If iy toa pring or other error, more prizes are claimed than are intended to be awarded according to these MANUFACTURER'S COUPON | OFFER EXPIRES 03/31/03 
official rules, the stated number of prizes at that level will be awarded in a random drawing from among all such prize 
claims received. Sole liability for game piecesAvrappers containing printing or other errors is limited to replacement with 


© 
another game piece/wrapper while supplies last. All prize claims become Sponsor's property; none will be returned. Non- 7 — cS 
winning submissions will not be acknowledged. If prize or qualifying prize winner documents are returned as УХ c 
undeliverable, such prize will be forfeited. 5. GENERAL: Following verification of game pieces/wrappers, Grand Prize қ 
winners will be sent affidavits of eligibility and liability/publicity releases by overnight delivery and he/she (or if a minor, 
й є 















his/her parent or legal guardian) must sign and return documents (where permitted) within 14 days of receipt of forms 
(first attempted delivery). Failure to comply will result in forfeiture of prize. No prize transfers or substitutions allowed, 
except by Sponsor, who reserves the right to substitute a prize of equal or greater value should the advertised prize be 

unavailable. Acceptance of a prize constitutes permission to use winner's name, hometown, likeness, photograph, CO ЫЗ (1) package of 
statements and/or prize information for advertising and publicity purposes worldwide, without limitation and without Keebler 
additional compensation, except where prohibited. All taxes on prizes are the winner's responsibility. Grand/First/Second 

Prizes will be shipped by UPS or similar carrier within approximately 6-8 weeks of prize claim verification. Third and 

Fourth Prizes will be sent by mail. Sponsor and its agents are not responsible for lost, late, damaged, mors | 


misdirected, incomplete or postage-due mail, requests or prize claims. Prizes won by minors may be awarded in minor's | Consumer: Limit one coupon per purchase of 
behalf to a parent or legal guardian. All prizes are awarded "AS 15° and WITHOUT WARRANTY OF ANY KIND, express or # product indicated. Void where taxed, restricted or 
implied (including, without limitation, any implied warranty of merchantability or fitness for a particular purpose). By prohibited. Consumer must pay sales tax. Dealer: 


Chips Deluxe® Cookies 


(13 oz. or larger) 





entering, participants agree to release Keebler Company, Promotion Activators, Inc., Nintendo of America Inc., their | We will reimburse you face value of this coupon 
respective parent companies, affiliates, directors, officers, employees and agents from any and all liability for any injuries, | plus $.08 handling if in accordance with Keebler 
losses or damages of any kind resulting from or in connection with the acceptance, possession, use or misuse of any coupon redemption terms: Copies available upon 
prize. 6. WINNERS LIST: For names of major prize winners, available after 7/31/03, send а self-addressed stamped у request. Mail properly redeemed coupons to: 
envelope to: Keebler® Chips Deluxe® ‘Find A Colored Cookie" Winners List, Р.О. Box 8419, Dept. CD, Prospect Heights, | Keebler, CMS Department 30100, 1 Fawcett Drive, 
Del Rio TX 78840. Cash value 1/20 of $.01. 


1160070 by 7/31/03. Sponsor: Keebler Company, One Hollow Tree Lane, Elmhurst, IL 60126 


Nintendo, Nintendo GameCube, Game Boy Advance and related marks are trademarks of Nintendo. ©2002 Nintendo. TM, ® Keebler Company, ©2002 Keebler Company 5 
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Football, basketball, hockey, surfing, boxing, 
racing—our GCN sports showdown has it 
all! Check out NASCAR Thunder 2005, Kelly 
Slater's Pro Surfer, Rocky, Knockout Kings 
2003, NHL 2003, Speed Challenge: Jacques 
VilleneuveS Racing Vision and more. 













Planet-hopping bounty hunter Samus Aran is up to her old 
tricks and some new ones, i ihe most highly 
anticipated game sequels o all time. Nintendo Power will 
give you the scoop! ле 


J NCAA Football 2K3 


• METROID FUSION 

* STAR FOX ADVENTURES 

* SUPER MARIO SUNSHINE 

• PHANTASY STAR ONLINE: EPISODE | 8.1 


* THE LEGEND OF ZELDA: 
A LINK TO THE PAST (GBA) 


* GAME & WATCH GALLERY 4 (GBA) 

• EVOLUTION WORLDS 

• DARKENED SKYE 

• TIMESPLITTERS 2 

* NEED FOR SPEED: HOT PURSUIT 2 

* HAMTARO: HAM-HAMS UNITE! (GBC) 
* ROCKET POWER: BEACH BANDITS 

* MONSTERS, INC.: SCREAM ARENA 

• SCOOBY-DOO!: NIGHT OF 100 FRIGHTS 
* BALLISTIC: ECKS VS. SEVER (GBA) 

* SHREK: HASSLE AT THE CASTLE (GBA) 
• DISNEY'S TREASURE PLANET (GBA) 









МЕ 
Mario Party 4 





Destroy All 
Monsters Melee 





тр ша” өс Se re текс. 
cs Contra Advance: Star Wars: Bounty 
The Alien Wars EX Hunter 


Win an ^ 
Arcade 
Fighter! 
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* Capcom Vs. SNK 2 EO unleashes a 
combo move on our Player's Poll Sweep- 
stakes in November. Prizes include a 
Capcom vs. SNK 2 arcade machine and 
loads of original character artwork! 


nintendopower.com 








WE MADE THE GAMES. 

WE MADE THE GUIDES. š 
GET THE REAL DEAL 

STRAIGHT FROM THE SOURCE. 


* Every detail—so you'll be a total pro 
Nintendo’s massive titles take gamers to the far reaches of the universe with Я 
,untold adventure . . . . untold, at least, until our official guides spill every ? Official Шара for SeT stage, every level 5 
secret—with amazing insights and quality that you just can’t get anywhere else. ° Strategy Screen shots that get to the point! 


_ Order your copy today! 


Visit store. nintencle.con 


Or call 1-800-255-3700 








'5 HO 
ITHOUT HITZ? 


Cy GAME BOY ADVANCE 


EVERYONE | 


асым aes PlayStation.2 






Home Entertainment Inc. MIDWAY and tho Midway 
logos and marks dopicted herein are the property o 
© NHLPA; Players’ Association. National Hockey League Play 
Xbox. and the Xbx r trademarks of Microsoft Corporation in the U.S and/or o 
Station" and the ‘of Sony Computar Entorlinimeat Ine. 





» Microsoft, TM, %), Gi 


ЖАЙ: ГТК ON A WHOLE NEWN 
ALINE 


ADRI + Щй EY ЙЕЛ 
MSAND PLAYERS ML UPIN AN INFERNO үрді 
JON. 1 IS YEAR'S HITZ TURNS IT UP A NOTCH WINADI O Да 
ЕАТОВЕЅ AND ALL THE GLASS-SHATTERING AGGRES 
OME TO LOVE. WHO KNEW THE ICE COULD GET SO HO 


EXCLUSIVE adrenaline-style 3-on-3 hockey action means big 2 
_ Qoals and ferocious gameplay. alee 
- * NEW Franchise Mode. Deepest Hockey experience available, 
* NEW Season Mode. Every team and every game. 

* NEW Full in-depth stat tracking. i 

* NEW International & All-Star Teams, plus Fantasy Teams and Stadiums 
* NEW Hockey School and Mini-Games. 
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Kathy Najimy Tommy Davidson Eric Idle 


n re having the timelor their atterlives! 
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(ӨЛІГЕ Cel TS (10) presene classicvideo дате magazines SO Wiel 
they аге по lost permanently: 


Peopleinterestediin helping outinany capacity, 
please visit us at retromags-com. 


No profitis таае їгот these scans, Nordo we offeranything 
аўа!абіе гот the publishers themselyes: 
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Thank you! 


